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Since the dawn of time 
> 4. computer users have 
filled the newsgroups 
with furious but 
empty debate about 
which is the best com- 
puting platform. Enough 
talk! Now there’s a 
chance to settle the ques- 
tion for good — and win outstand- 
ing prizes in the process! 


In mid-June, 1998, 500 Myth: The 
Fallen Lords players will take the 
S& battlefield to defend their plat- 

( form. In the end a few champions 
will have earned the right to rep- 
resent the Mac"OS and Windows® 

95 platforms. 


¢ All entrants eligible for random 
prizes’ including Myth T-shirts, 
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Unleash the power of Fire Blast and 50 Choose your allies well. Gain experience _Release the dragons inside...transform 
other spectacular magic spells. and master the skills needed to survive in * into many different forms, each with 
; this epic 3-D world. unique special abilities. 
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FEATURES DEPARTMENTS: 


Battle On 4 Mark My Words 


Trading card gamers are about to learn that Xena About Our Gone butors 


has many skills. Plus the complete Xena: Warrior Princess Letters 
card list. by Shawn F Carnes and Tom Wylie : Ante Matter | 
_ What’s New? _ 
The Virtual TOOIDOX.............cccccccceccescecesseeseeseeseeseeneenes . . 
Join our expert for a guided tour of the advantages the 
World Wide Web offers for tournament players, collectors, and 
the entire Magic community. dy Frank T. Gilson hE W 5 At 5 R F ’ 1 yj 
I izards of 
Pondering The Dojo Effect... cece eects teseeseeteeeeneeeneene ; Mens a ae 
Our resident Enlightened Tutor takes a hard look at the impact of down on game tables; Wizards awards 


“The Dojo Effect” on tournament Magic. by Robert Hahn at GAMA; and The Rumor Mill. 
30 Insider Trading — / 
How the Web Was Won?) ..5..o ince chcdeeedetietee aeleoues 60 by Mark Rosewater 


New card numbering and expansion 
symbols; Duelist Invitational winner 
submits his card idea; and the perils of 
being an #/-Dal. 


Sure, the Web is full of Magic information. But can it really make you 
a better player? by John Chinnock 


73 Reports on Trading Card Games 
by Allen Varney 
A game cant survive withouta 
website—can it? 


76 Atten-HUTT! 

by Cory Herndon 

Star Wars CCG designer Jerry Darcy 
holds court on Jabba’s Palace. 


Magic Compendium nn... ee teeeecnennenees 19 
Insider Trading makes the big move into the Compendium; killer 
Stronghold combos; a kinder, gentler Magic Rulings & Errata; Slivers 
enter the Deck Clinic; Dominian FAQ; and Tournament News. 


COLUMNS AND STRATEGY ; a 


| Resident Evil 2 
by Tom Wyhe 
34 Straight from the Start 100 Magic: The Puzzling The dead are loose in Raccoon City. 
by Melody Alder by Mark Rosewater 82 Think Different / 
In Magic 102, our schoolmarm Put your thinking cap on for more brain- by Christopher Guilmet 
instructs that the best defense is “ twisting hijinks...plus, answers from last issue. Star Trek CCG players, it’s time to 
F hite Greeree. ; become one with the Borg. 
“ 104 Lost in the Shuffle 84 Worms 2 
38 Deck Deconstruction by Richard Garfield e ee Ed oe 7 
by Beth Moursund ; How much fun is rock- i worms 
Have ever Danced : aper-scissors? Endless : 
you iS pap s 
with the Gnomes in the aX fun for a game 
pale moonlight? designer. 


42 Enlightened Tutor 
by Robert 8. Hahn 
Learn about the ancient 


secrets to victory in “The 
Art of Magic: Part IIT.” 


46 The Drafting Table Z 
by Eric Tam 
Five pitfalls to avoid when brain- 
storming Magic decks on paper. 


| Never Metamorph | Didn't Like 


ne interesting aspect of working closely with Magic is watching it metamorphose 
over time. Richard Garfield’s “little game” has prospered and grown in ways 
nobody, not even its creator, ever expected. When Richard first invented the 
Magic TCG it was assumed players would own hundreds of cards at most. A rare 
would have lived up to its name, since a neighborhood of players would only own 


one or two of each among them. This thinking resulted in cards like Ancestral 
Recall and Time Walk making the final cut into Alpha. 


Richard expected a mystique to develop around the cards because no individual 


would know all of them. Players that ventured into new areas would encounter cards 


that didn’t exist in their home environments. Ante would allow the card mix within a 
group to slowly shift over time. True rarity would remain a mystery because no defini- 


tive list would be printed. 


The fact that you are reading this editorial in a monthly publication dedicated to 
Magic and the TCG industry it spawned shows how far the game has come. Magic has 
undergone an amazing transformation since its initial release almost five years ago. To 


put it in perspective, consider what has been added to Magic since the game began: 


» Self-contained cycles 


(like The Rath Cycle) 


» Feature mechanics that 
appear for a year (like buy- 
back and shadow) 


» Rotating basic edition 


» Introductory game 
(Portal) 


» Game supplements 
(Vanguard and Unglued) 


» Preconstructed decks 


» Pro Tour and World 
Championship decks 


» Promotional cards 
(oversized, alternate art, 


and book) 


» The DCI 


» Banned and restricted 
lists 


» The Rules Team and 
monthly rulings 


» Multiple formats 
(Standard, Extended, 
Limited, and Classic) 


» Sixty-card deck limit 


» The Pro Tour (including 
Qualifiers and the Grand 


Prix circuit) 


» The World Championships 
(as well as Regionals and 


Nationals) 
» A retail league (Arena) 
» Shows on video and ESPN 
» Prerelease tournaments 


» Multiplayer variants 


Merchandising 
» Numerous TCG-oriented 
magazines 


» Official card and spoiler 
lists 


» Secondary card 
price lists 


» Iconic characters 
and a recognizable 
storyline 

» Novels and comic 
books dedicated to 
the story 


» Strategy books and 
card encyclopedias 


» Licensing (T-shirts, 
mugs, and calendars) 


ers and the Internet 


» Computerized versions 
of Magic and online 
gaming 


» Numerous websites 


(see pages 56-57) 


» Multiple chat rooms 
and channels 


» Six Usenet groups 


This issue we focus on the last category, which I believe has the largest potential for 
growth in the game. I don’t know what future impact computers and the Internet will 
have on Magic, but I know how much influence 


they have had so far. When we update this 
list in five years, I expect this last section to 


be a great deal longer. 
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death of your lover, Just remember 
to stretch before strenuous activity. 


YORKLAND 


Serenity. Nature. A windmill. This ts 
Yorkland, the birthplace of the musician 
Lute. But, as Riki, a millionaire 


gives you a ring. No, it’s not love. It’s 
one of the 8 legendary rings you 
need to save your decaying planet. 


‘KOORONG 


Iv’s a dirty metropolis and a hotbed of 
crime. As Blue, this is where you set off 
on the quest to kill your twin brother. 
And as the robot T260G, your lost past 


‘orces you to ask such questions as: Who 
n? And, where 


MANHATTAN 


The busiest shopping mall. And 
aprison. As Red, Manhattan is 
the beginning of the end of your 
quest. As Emelia, this is just the 
beginning of the beginning. 


am I? What is my missio 
can I find a good mechanic? 


and shoot, 


Meet exciting people 


in breathtaking view 


Lose yourself 


No vacation would be complete 
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Activities range from music and sa 
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NELSON HARBOR 


A military port hidden in a cave? 
Not the best place to get a tan, 
but it is where you get the best rates 
for converting gold to cash. 


FACINATURU 


You are Asellus. A transfusion of : 


human and Mystic blood courses through: 


yourveitts. This is where you've been ° 
resurrected, and thus begins your tragic 
wandering of conflicting passions. 


stab or put spell 
s as you run for your life. 
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“J see a shiny new gun in your 
future?” Small stalls offer fortune- 
telling services. This is also where 
Blue and Emelia attain some 
wisdom on the Rune quest. 
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“Too Much 
Education” 
Pays Off 

Before joining the Wiz- 
ards R&D team, Robert 
Gutschera was 
heavily into 


earning his under- 
raduate degree in 
Mathematics at Harvard 
and a Ph.D. in Mathemat- 
ics at the University of 


math professor at 
Wellesley Col- 
ege, just outside 


of Boston. After 
the professorial 


 » Jife turned out to be “a lot less fun than I had 


hoped,” Gutschera joined Wizards to work 
on Netrunner, BattleTech, and, of course, 
Xena: Warrior Princess. 

Gutschera’s busy schedule doesn’t permit 
pets (he claims to experience a fair amount 
of “dog withdrawal”), so perhaps it’s not 
surprising that Argo the horse is one of his 
favorite characters from the Xena TV show, 
and that he made sure there was an Argo 
card in the TCG for like-minded fans. 

He’s less fond of Joxer, however (the word 
“annoying” came up), and so also made sure 
that the Joxer card was “equally annoying... 
to both the opposing player and the player 
who controls him.” 

When he’s not working on Wizard's lat- 
est and greatest, Gutschera spends his free 


time on the Asian board game Go and the 
WarCraft PC game. “Perhaps the most 


ridiculous thing” he remembers attempting 
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academia. After 


" Chicago, he became a 


in his spare time “was to teach myself clas- 
sical Chinese without knowing modern 
Chinese. It didn’t work, of course, but it 
was fun to try.” 

The Xena article is Gutschera’s first fea- 
ture effort as a Duelist author, which coin- 
cides with our first-ever photo cover on the 
same subject. Whether the Duelist does 

“more photo covers remains to 
@* be seen, but we all expect to 
see a lot more of Robert (and Xena) on 
these pages. 


A Smooth- Talking 
Jersey Devil 
Born and raised in the Garden State, John 
Chinnock has amassed quite an impressive 
list of credentials in his three years as a 
Magic competitor: New Jersey State Cham- 
pion, Northeast Regional Champion, 1998 
Duelist Invitational Invitee, and the only Pro 
Tour player to make the Top 64 of every 
event since Pro Tour—Dallas in the fall of 
1997. In addition to being a top-flight 
player, Chinnock also debunks his home 
state’s reputation as a haven for sharp- 
tongued, impatient butchers of the English 
language by being one of the most eloquent 
and easy-going gents on the tour (despite his 
ham-handed suggestion that we change our 
masthead to read John Chinnock’s Duelist). 
He has one piece of advice for his fellow 
players: “Remember to enjoy your time 
spent on Magic.” He proudly remembers his 
1997 World Championship feature match 
against Jeff “Free Peek” Donais; the other 
feature matches were characterized by trash 
talk, psych-out tactics, and a general feeling 
of paranoia, but their match—between the 
players with the two best records—was full 
of “laughing and having a great time 
throughout...we just knew all that baggage 
wasn't necessary to succeed at Magic.” 
Chinnock spends “too much time” on the 
Internet, specifically IRC, when he should 
be doing his grad-school homework instead. 
We have the strong suspicion, however, that 
if his professors at the University of Syra- 
cuse ever take issue with his study habits, 
he’ll be able to demonstrate his superior 
intellectual capacities to their satisfaction. 
And if not, he can always talk his way out 


of it. # 


while the warriors of the Kor, : 


Vee, and Dal unite fo secure 


June 1998 hi expansion se for 
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Strip Tease 
Dear Sir or Madam, 
have heard a lot about your 
magazine, and after reading 
it, 1 won more games when I 
played against my friends 
because I put together a better 
deck. I have an idea—why not 
create a Magic comic strip? 
Do you like it? 
Yours Truly, 
Kenny Blaney 
Wantagh, NY 


OH MY GOD—a letter 
from Kenny! We do like 
your idea. In fact, check 
out this month's “Wizards 
News” for the new Ante 
Matter strip by Erik 
Andresen. 


‘Show Me Some- 
thing...anything... 
’m a big fan of The 
Duelist, but I must say that 
the “Show Me the Mana” con- 
test is really getting boring. If 
you know how to look, finding 
the mana symbol is easy. True, 
you ¢ry making it seem diffi- 
cult by placing the symbol next 
to really interesting columns 
that grab the reader’s atten- 
tion. Instead, why not have a 
different contest every month? 


Dear Magic D signers ane Gods rf ene 
"Fave you gone crazy? Since the beginning of the 
urrent week, a booster of Magic cards costsme 
B. 6.30 DM, and this is the cheapest shop in town. 
The old pu ‘ice was 5.50 DM. They told me that Wizards 
as aised prices by 25 to 30 percent all over the world. 
Why not buy some more companies? I've sent you one of - 
: ye cards as aye new company sign. _ 
: Knut Fromme 


| Porta Westfalice Germany 


ai ie say the aque Fromme ge 


the grease. The rumor you've heard is not 


Finding the little mana symbol 
is starting to make me feel like 
I’m reading Where's Waldo? 
Zachary Chin 
New York, NY 


ANOTHER stunning coincidence— 
this issue we'll have you strain- 
ing your eyes looking for Xena’s 
chakram. Thanks for the tip! 


SHOW ME THE CHAKRAM CONTEST 


will be i 
randomly from 
22, 1998. Ret 


Contest only ope 


If you don’t lik 
own chakram | 
Authentic Ri 
982-6175 or visi 
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‘true. Wizards has not raised the bas 
gested retail price for Magic world- 
wide. While we wish we had more 
control over the global econonry, there’ 
very little we can do about retail, prices. 
Mm any. country. Thanks for the card, 
cis ae will help us. dot the 


Sid 


Gimme Gimme 
Gimme 
y were there no pro- 
motional cards for 

Tempest included with 
bagged copies of The Duelist? 
I must say I was a little disap- 
pointed when I opened my 
Duelist and there weren't any 
promos inside. When Wiz- 
ards of the Coast first printed 
Ice Age and Mirage, The 
Duelist sent its readers a 
couple of promo cards to 
whet their appetites for more. 
Why have you discontinued 
this practice? 

Your Loyal Customer, 

John Cianchetti 

836th U.S. Army Trans Bn 


IN FACT, you won't find any 
Magic cards in any magazine 
as a promo. When promos are 
included, they are usually a 
common card from an upcoming 
set—this makes the card inter- 
esting at the time you buy the 


magazine and binder fodder 
after the set is released. Generally, 
we assume that acquiring com- 
mons isn't a problem for Magic 


players. 


Mrs. Williams, 
We’re Doing Eric’s 
Homework 
To Whom It May Concern, 
y name is Eric 
Williams and I attend 

Sweet Home Middle School. 
My teacher gave me an 
assignment to write to my 
favorite business and I chose 
yours. I think you do a nice 
job on the magazine, and I 
look forward to every maga- 
zine I get and never have a 
complaint because it’s perfect. 
I usually read it about ten 
times before I put it down. I 
would appreciate it if you 
could please write back 
because I would look forward 
to getting a letter from you. 

Sincerely, 

Eric Williams 

Amherst, NY 


How ABOUT we publish it 
instead? Be sure to bring sev- 
eral copies of this issue to school, 
disseminate it freely—and 
drop us a line when you receive 
your grade. 


oN BSWH: 


Questions? Comments? 


Send your thoughts to 
“Letters,” c/o The Duelist, 
P.O. Box 707, Renton, 
WA 98057-0707, or to 
<duelist @wizards.com>. 


Please include your name, 
address, and phone number 
for verification purposes. 
Letters may be edited for 
length and clarity. 


Magic: The Gathering 


decks before the genera release date 


ards of the Coost® Nerc Relations ae joining the league. 


| for the Arena ’ me you check Mgt rene 


Prereleace Tournaments 
June 6, 1998 


> Special commemorative Exodus card for each tournament participant 


idle deck and three Exodus boosters 


$20 onsite regis 
Preregistration ends 5.00 loc time, Wednesday, June 3, 1998 


Many tournaments sell out, so register now. 


For worldwide fournament locations and information visit <wwwwizards.com/AT6_ DCI >. 


mer Service at (206) 624-0933. 


Prerelease Tournaments 


June b, 1998 


Akron, OH 
Anchorage, AK 

* Atlanta, GA 
Birmingham, AL 
Boston, MA 

* Chicago, IL 

* Columbus, OH 

* Dallas, 1X 
Denver, CO 
Edmonton, AB 
Honolulu, HI 

* Houston, IX 

* Indianapolis, IN 
lowa City, IA 
Knoxville, IN 

* Lincoln, NE 
Los Angeles, CA 

* Memphis, IN 
Minneapolis, MN 
Montreal, QC 

*New York, NY 
Orlando, FL 
Philadelphia, PA 
Phoenix, AZ 
Pittsburgh, PA 


Raleigh/Durham, NC 
Salt Lake City, UT 


* San Francisco, CA 


* Seattle, WA 

*$ Louis, MO 
Syracuse, NY 

* Toronto, ON 

* Vancouver, BC 
Washington D.C. 

* Wichita, KS 


(330) 922-4263 
(907) 274-4112 
(770) 753-0030 
(205) 880-3726 
(617) 666-5799 
(847) 222-1994 
(800) 529-3976 
(316) 946-1055 
(303) 366-3977 
(403) 483-2669 
(808) 596-8236 
(713) 680-1870 
(317) 578-3459 
(319) 338-0086 
(770) 753-0030 
(402) 434-5056 
(714) 444-4566 
(501) 661-0870 
(920) 484-3006 
(514) 849-5696 
(212) 633-6320 
(770) 753-0030 
(800) 852-2442 
(714) 444-4566 
(800) 529-3976 
(910) 889-9900 
(801) 968-6365 
(650) 947-0398 
(206) 675-1608 
(847) 222-1994 
(212) 633-6320 
(905) 524-5725 
(604) 521-4471 
(301) 881-3530 
(316) 946-1055 


*Indicates the cities that will have overflow tournaments 


on Sunday, June 7. 


: Join the battle for the cosmos..at bookstores in June! 


Whoever possesses the sword... 
rules the universe! 


IARGARET WEIS 
PAG Y HGRMAN 


NIGITI SWORD | 


a STAR SHIELD NOVEL 
The remarkable sequel to The Mantle of Kendis-Dai 


In a time long past, the mad emperor 
Lokan controlled the legendary Nightsword- 
and all creation was bent to his twisted will. 
Then he vanished mysteriously in the chaos of the 
galactic core...and the Nightsword was lost forever. 


But the legend endured. 
And hunger for the Nightsword’s godlike powers 
drew seekers both noble and corrupt. 
Now the ancient Mantle of Kendis-Dai has made 
Jeremy Griffiths the key to the sword’s discovery— 
and doomed him to be the ultimate prize in 
the war to possess it! 


I= HB Stories That Define Imagination 7 
LEA) Division of The Balantne Publishing Group 


| free book previews [SRiiiane loa 


Off With 
Their Heats 


his spring, travel back in time to 

the fun-loving, carefree era of 

the French Revolution where you 

and up to four other players vie 

for the most notorious noble 

heads on the chopping block in 
Wizards of the Coast’s latest “tradi- 
tional” card game, Guillotine. 

Where The Great Dalmuti and 
Corporate Shuffle took you to the 
top of the heap, Guillotine takes you to 
the bottom of the basket as you com- 
pete with rival executioners in this 
irreverent card game. Over the course 
of three days (rounds) players try to 


alter the order of nobles 
lined up in front of the 
guillotine in an attempt to 
behead the most notorious—and thus 
highest value—nobles. After three 
rounds and 36 beheadings, the player 
with the most points becomes the 
“head” executioner and wins the game. 
While the subject matter is a bit 


uilloiine 


gruesome, the artwork takes you “in 
the totally opposite direction,” says 
Christopher Rush, renowned Magic 
artist and Guillotine art director. Rush 
called on two other well-known Magic 
artists—Quinton Hoover and Mike 
Raabe—to create the game’s comic 
book feel. 

Hoover’s background in comics and 
Raabe’s work on Disney films shine 

through in the wonderfully 
impertinent cards. 
To give the game a 
consistent, comic 
book palette, Rush colored each of the 
cards himself from drawings by Hoover 
and Raabe. 

A self-contained, 110-card game, Guil- 
lotine should retail for under $10 and 
will be available in late May. Guillotine is 
suitable for game players ages 10 and up. 


Antiquities Gets Reborn 
in The Brothers’ War 


between Urza and Mishra is 
the oldest story in both 


“Their battles wrecked 
one world and created a 


Dominaria, Magic as we 
know it—with its five col- 


Two brothers grow up as 
rivals, which leads to conflict, 
war, armageddon, and nearly 
the total annihilation of a 
world. You know the story. 
To be more precise, you know 
the backstory of Urza and 
Mishra, two brothers whose 
constructs nearly tore apart 
Dominaria during the time 
chronicled in Antiquities. But 
the whole story is only 


known by those involved... 


and Jeff Grubb. 

Now Grubb, the designer 
of the Al-Quadim and Spell- 
Jammer AD&D campaigns 
and co-creator of Forgotten 
Realms with Ed Greenwood, 
is sharing what he knows 
with the rest of us in the 
form of The Brothers War 
novel. According to Grubb, 
The Brothers’ War is a creation 
myth. The cataclysmic battle 


Dominaria and in Magic, as 
Antiquities was the first 
Magic expansion to include 
an original storyline. 


new world,” says Grubb. 
While these two titans 
fought each other and 
destroyed large sections of 


ors—was being created. 


This revelation set the stage 
for the rebirth of the world 
sometime after Ice Age. 
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Grubb is no stranger to 
writing in established 
worlds, having written TSR’s 
Azure Bonds series among 
others. For The Brothers’ War, 
Grubb worked closely with 
Pete Venters, Wizards’ con- 
tinuity manager and the only 
man who truly knows the 
entire Magic timeline. “Pete 
let me rework some elements 
of the timeline to make the 
plot of The Brothers’ War 
more coherent,” says Grubb, 
who sees his novel as a 
“found” artifact of the time. 
“It’s based on an epic poem 
cycle.” 

But this book is more 
about Urza and Mishra than 
about the war. How did two 
brothers grow to the point 
where their rivalry could tear 

‘a world apart? Grubb’s novel 
delves into the psychology of 
this sibling rivalry from the 
viewpoint of those closest to 
Urza and Mishra—Tawnos, 
Ashnod, Tocasia, and oth- 
ers—as the brothers, their 
friends and allies, and entire 
nations played against one 
another. While there are 
many conflicting stories 
about Urza and Mishra 
(were they heroes or 
demons?), Grubb weaves the 


tale and lets readers draw 


their own conclusions. 

The Brothers’ War, due in 
stores the end of May, is the 
first of four books scheduled 
for Wizards of 
the Coast’s 
Artifact 
Cycle. This 
new series of 
novels by 
established 
authors will tel 
the exciting 
backstory cre- 
ated for Magic 
expansions from 
Antiquities to Ice 
Age. Lynn Abbey’s 
Planeswalker, the | 
second novel in the © 
cycle, chronicles Urza’s life 
after the end of the war. 
Planeswalker is due out in 
September. 


Magic Rating System 
Eliminates Frustration 
Wizards of the Coast 
released the first product to 
use the new Magic rating 
system, the Fifth Edition 
game, in April. Designed for 
two players, The Fifth Edi- 
tion game is portable, all- 
inclusive, and ready to play, 
like Portal. 

The Magic rating system 
has been specifically 


designed to eliminate frus- 
tration players experience in 
determining which products 
best meet their 
level of play. 
The Fifth Edi- 
tion game, 
which is rated 
as an 
advanced- 
level prod- 
uct, is 
intended 
for players 
who have 
mastered 
the intro- 
ductory 
strategy and game 
rules of Portal. All Magic: 
The Gathering products will 
now feature the rating sys- 
tem, which uses three prod- 
uct complexity levels: starter, 
advanced, and expert. 
According to Joel Mick, 
vice president of the 
Magic: The Gathering 
Product Group, “The Fifth 
Edition game is the next 
step after Portal. By provid- 
ing the Magic rating sys- 
tem as a tool to guide 
players from one Magic 
game to another, players 
can easily learn and master 
the rules and strategies that 
transition a beginner to 


advanced status, then 
expert status, much more 
quickly.” 

Featuring two ready-to- 
play 30-card decks, one 15- 
card booster pack, a play 
guide, and complete rules 
for Magic, the Fifth Edi- 
tion game can be purchased 
through hobby, game, 
book, music, and toy stores 
at a suggested retail price of 
$9.99. The Fifth Edition 
game will be available in 
five translations, including 
English, Italian, French, 
Spanish, and German. 


World Class Partners 
At this year’s GAMA 
(Game Manufacturer’s 
Association) Trade Show, 
Wizards of the Coast Presi- 
dent Peter Adkison pre- 
sented “World Class 
Partner” awards to six top 
vendors who help bring 
Wizards products to con- 
sumers’ hands. These 
awards, based on the ven- 
dor’s expertise, background, 
and ability to perform 
above and beyond, were 
presented to HDI, Arjo 
Wiggins, Kohler America, 
Carta Mundi, Yaquinto 
Printing, and WrapIt 
Corporation. 


Ante Matter 


MAGIC PHONE SEX- 

FoR 54% A MINUTE, A BEAUTIFUL 
GIRL WILL TALK EROTICALLY ABOUT 
AGIC COLLECTION. 


HER 
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CALL [-900-GET-A-LIFE 
AND You CAN BUY EXTRA 
LIFE PoINTS FoR Just $22 EACH! 


by Erik Andresen 


CALL THE PSYCHIC MAGIC FRIENDS 
NETWORK! HEAR ALL! KNow ALL! 
PAY gusT $342 A MinuTE! 


First in the past. First in the future 


It was the first to’ feature world-class AUTHORS 
like Isaac ASIMOV, Ben BOVA, and John GCAMEE EEE: 


; is the first Magazine toute 
visions of the past | ith the Stones Omir mwire:. 
a 
Wewvi iiist Cheice ver wae bESt 
IN SCIEHNESES MEtOR SPA ii rectal SCOnTES. 
For fast service, em. 
amazing@pcsp 
For credit card orders, 
pall 1-300-395-7760 
Mon.-Fri, 8:30-5:00 PST) 
and mention code ADUESS 
Subscrpionspegin With tie premier issue: 


AVaikioOls Jubhy Joss 


To US. addresses 
(1 4 issues for $10.95 


7 8 issues for $19.95 

C1 12 issues for $29.95 : 

To Canadian addresses — 
(Send U.S. funds oni : 

[1 4 issues for $14.9 


17 8 issues for $29 
112 issues for $44, 


Ol ‘ (payable to Amazing Stories) (1 Money Order 
(MasterCard CIVISA Discover CBill me (must be 18 or over) 


Credit Card Number__ : 
MCBankNo. == 
Signature 


Whale Maw? 


The Legend Continues... = : | | by Phil Foglio 


LUKE (THE CUISINART) SAKAEDA CREATED THE LILTIMATE 
MAGIC DECK. WEB PIRATES PUBLISHED HIS SECRETS, 
AND THROUGHOUT THE LAND, HIS DECK WAS USED For 
EVIL. NOW LUKE HAS VOWED To TRAVEL THE 
WORLD WITH HIS FAITHFUL MR. SUITCASE, JEFF 
FIND THOSE WHO PERVERT HIS SECRETS, ANID 


DESTROY THEM! 


W|19-7 : : 
NSS SSS SS SSW WS WS 


we V/ \ 
RAW SLAW GasP? IT's Luke ¥ Yes, AND You | [LUKE, THERE'S THREE OF THEM. 
AND WITH MY . HAVE USED MY| | BY THE THIRD GAME THEY'LL 
RAMBUNCTIOUS STARFISH I HIT DECK DESIGN | [HAVE ANALY ZEDA QT IF L PLAY 
YOU FOR ONE POINT AND IT’S [= FOR EVIL. 
GAME OVER. FORK QVER THE 


om 


www.studiofoglio.c 


VOU MEANS: 
LT WItl PLAY 


AGAINST AWD VES, JEFF, PREPARE 
DEFEAT ALL oF MY TRIPLE DECK 
You AND CRUSH ff OF DEATH. 

ALL oF us? YOUR SPIRIT. 


YOU'RE ON. 


AT THIS POINT, To SPARE OUR 
ENTLE READERS THE HORROR 

Of THE TRIPLE DECK oF DEATH 
CAND BECAUSE WATCHING PAINT~ 
DRY 'S MORE EXCITING) WE'LL 
SKIP AHEAD [WI THE GAME 


HE BEAT US SO ai “\ 
EFFORTLESSLY? Af I FEEL $0.90 ) 


THEY - SQ WHAT: OKAY, 
WE MAY BE LASERS 
NOW, BUT ONCE WE 
POST THIS DECK, 


THIS [SMORE B 
FUN THAN 


We'L RULE! WHAT é HS YUNTING 
| rare al cate faour| (em Jayne SPICE GIRLS! ey 
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OF THE COaAS?T* 


Your Ambassador Kit includes: 


* Portal Second Age™ demo game 
* Macic instructor T-shirt 
(while supplies last—so get on it!) 


* Contest details 


All Requests must be 
received by 6/30/98. 
Allow 4-6 weeks for 
delivery. 


Winords of the Coast, Magic: The Gathering, 


Magic, and Portal Second Age are 
trademarks of Wizards of the Coast, Inc. 


©1998 Wizards of the Coast, Inc. 


Offer valid in U.S, ond Canada only. 


(except Rhode Island and Quebec) 


Name 


Address. 
City 


Phone ( ) 


Join the Macic® 
Ambassador program and 


teach them how to play | 


the Macic: THE GATHERING’ 
trading card game. 


You could even win some cool stuff. 


The more friends you teach, the more 
times you'll be entered to win. 
We’ll supply the goods. You supply the knowledge. 


Join the ranks of the Macic Ambassadors. 


To sign up, fill out the form below. 


PLEASE PRINT CLEARLY 


State _ Zip 


Birthdate /_/ Check one [_]Male 
Mont Day Year [Female 


_ Send to: Wizards of the Coast, Magic Ambassador Program 


P.O. Box 58810, Tukwila, WA 98138-1810 : — . 


June 19968 — 
3 Image is Everything?! 


Watch out world, here comes Image! All 
your favorite characters from the Image 
universe are Set to invade the world of 
OverPower. Image OverPower can be 
played by itself or with all existing 
_ OverPower cards, giving you the 
ultimate freedom to 
stage the fantasy 
battle you've always 
dreamed about. 


Featuring: 


Artifact Cards — Make your characters even more 
powerful with Artifact cards, granting them power 
enhancements that last throughout the game. 


Location Cards — With these cards, you can build 
the fighting teams you know and love from your 
pisperbeg Image comics, and have guest appearances 
as well. 


Ally Cards — Every good hero needs a sidekick, and 
with these Ally cards, they are yours to command! 
Bring She-Dragon, T.LM.M.LE., Cog, and more into the 
heat of battle. 


Special Cards — Image OverPower's Special 
cards enable you, for the first time, to play 
the 4 WildStorm Chase Cards from iad 
Marvel vs. WildStorm 

trading card set! 


& © Erik Larsen, 1998. ALL RIG 
‘oductions, Inc., 1998. ALL RIG! 


unge are ® & © Aegis Entert 
id © 1998 Marvel Characters, 


ShadowHawk 
. - Jim Valentino Studios 


Gen"3, WildC.A.T.s 3 
- WildStorm Productions | 


Savage Dragon 
- Erik Larsen 


Spawn, Violator 
- Todd McFarlane Productions 


WitchBlade, The Darkness 
- Top Cow Productions 


... and lots more! 


The son of Swedish immi- 
arants, Tom W, 

lived his whole life in the 
Seattle avea. Past lives include 
stints as a boxmaker, forklift 
driver, ceramic color mikey; 


auto mechanic, fish processor, 


screenprinter, and sign 
maker, He currently performs 
double duty as 4 prepress 
manager and freelance illus- 
trator which—in spite of his 


Scandinavian heritage—is still 


better than slingin’ salmon. 


h, | see you’ve returned. Back for more Stronghold spell combinations from the 
planeswalkers of the coast, I’Il wager. Well, come in, come in. Take a seat by the 
fire and warm yourself while | see what | have for you here on my shelves. 
Yes, yes. Here’s an assortment you can use to amaze and confuse, befuddle 
and obliterate. But beware, some of these items come from arcane sources both old 
and rare.What’s that? Leaving so soon? Well, have fun stormin’ the stronghold. 


Wall of Blossoms and 
Stampeding Wildebeests 
Do you remember 
Pyknite? This Ice Age 
creature allows 
you to draw a 
card on the 
upkeep after you 
cast it. But Pyknite 
costs three mana for 
a 1/1 creature, and 
nobody thought 
much of it...until 
Stampeding Wilde- 
beests came around in Visions. 
Stampeding Wildebeests is a 
5/4 trampler for only 2@®, 
but you have to bounce a green 
creature back to your hand 
every upkeep to keep it in play. 
With Wildebeests in play, you 
could keep casting Pyknite 
over and over, gaining a card 
every time. But then 
Ice Age left 
Standard and 
the Wilde- 
beests got 
lonely. Now, here 
comes Wall of 
Blossoms. It’s 
cheaper than 
Pyknite and pro- 
vides the extra card 
immediately upon 


casting. 
Plus, at 


you pay the upkeep 
on your Stamped- 
4 ing Wildebeests, 

put a blocker in play, and draw 
a card. Say goodnight Pyknite. 


Horn of Greed and 
Ghost Town 
When Tempest first came out, 
many players looked at Ghost 
Town (a land that provides 
colorless mana and can be 
returned to your hand for 
free, but only on your oppo- 
nent’s turn) and said, 
“Huh? I can’t use it with 
Armageddon. What’s the 


provides an 
answer 
with Horn 


The Horn is 
an artifact that 
ets any player 


use?” Now, Stronghold 


draw a card whenever that 
player plays a land. So with 
Ghost Town in play, you can 
ensure drawing an extra card 
every turn by returning Ghost 
Town to your hand on your 
opponent’s turn and playing 
it again on your turn, thus 
securing card advantage. 

Plus, Ghost Town can't be 
destroyed by an 
opponent’s 


Armageddon. 


Nice irony, 
don’t you 
think? 


Hermit Druid and 


Haunting Misery 

Here’s a nasty trick to play on 
an opponent. Start with 
Haunting Misery in hand and 
Hermit Druid and four mana 
sources in play (at least two 
black sources and one green 
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source). Pay # and tap the 
Druid to activate its special 
ability, which is to reveal cards 
from the top of your library 
until you reveal a basic land. 
The revealed land goes into 
your hand and all other cards 
go into your graveyard. Here’s 
the trick: your deck only con- 
tains non-basic lands, so all 
your cards end up in your 
graveyard! If youre playing a 
deck with 24 to 30 creatures, 
you should have more than 
20 creatures in your graveyard 
at this point. Now, tap 1% # 
to cast Haunting Misery, 
which will deal X damage to 
target player, where X is the 
number of creature cards in 
your graveyard that you 
remove from the game. 
Visions of this deck will 
haunt your opponent for days. 


Dream Halls and 
Bésium Strip 
Dream Halls takes 
Alliances pitch spells a | C 
giant step forward. 
With Dream Halls in 
play, any player can 
cast a spell by discard- — 
ing a card that shares at 
least one color of the 
spell being cast. Thus, 


you can cast Incinerate by 


merely pitching Kindle 
into the graveyard. But 
what about the lost oppor- 
tunities from all those dis- 
carded spells? Try Bésium 
Strip, a Weatherlight artifact 
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that lets you cast instant, 
interrupt, and sorcery 
cards from 
the top of 
your grave- 
yard as if they 
were in your 
hand. Spend 
three mana and 
tap the Strip. 
Until the end of 
your turn any 
instant, interrupt, or sorcery 
card you pitch to cast another 
spell can still be cast as if it 
was in your hand. So just 
pitch another spell to cast the 
discarded spell, and repeat 
until your opponent’s ears 
start to bleed. 


Change of Heart and 
Nettling Imp 

Ah, the Nettling Imp—a 
great combo card from the 
past. So good, in fact, it was 
reborn as Norritt in Ice Age 
(with an extra ability). Net- 
tling Imp can be tapped to 


_ was great for 
feeding Sengir 
Vampires back in 
‘the days of Third 
Edition. As an 
extra feature, if 
the “nettled” crea- 
ture could not attack, it was 
destroyed at the end of turn. 
Players often used Icy Manip- 
ulator to tap the affected crea- 
ture before combat, thus 
marking it for death. 
Now Stronghold has 
brought us a new way to 
stop creature attacks in 
the form of Change of 
Heart, a white buyback 
instant that states, “Target 
creature cannot attack this 
turn.” Just target a creature 
with Nettling Imp’s ability, 
then cast Change of Heart 
and buy it back. That 


quce *© 


tO 


)) a massive number of Slivers. 
) The Queen lets you create a 


© orless mana, which is enough 


creature’s poor little heart 
will stop from the “attack/ 
don’t attack” quandary— 
and you can do it all over 
again next turn. 


Sliver Queen, 

Heartstone, and 

Ashnod’s Altar 

Our infinite monkey issue 

a few months back had people 
talking. So when we came 
across 
this 
little 
gem, 


we couldn't 
help ourselves. 
It is the mother of 
all endless loops (or at least 
the queen). All you need is 
Sliver Queen, Heartstone, 


_and Ashnod’s Altar to make 


' Sliver token for 2’. Heart- | 
stone is an artifact that 
reduces the cost of creature | 
_ abilities by one mana, so 
Queenie can make Sliver 
tokens for only 1. Each of 
these tokens can be sacrificed 
_ to Ashnod’s Altar for two col- 


_ to make two more tokens 


1 thanks to Heartstone. Each 


generation nets you one more 
_ 1/1 Sliver. At some theoreti- 
cal point in the future you'll 
have an infinite number of 
Slivers, but I don’t think they 


_ can type. 


“Duelist Picks & Tricks” was compiled by Will 
McDermott, with contributions from Monty 
Ashley, Brady Dommermuth, Steve Earth, and 
Mark Rosewater. 


New STRATEGIES, SPECIAL EFFECTS, Over 40 Missions AND 
AND Music. FULL MOTION VIDEO BRIEFINGS. 


FAvoRITE UNITS FROM 
THE ORIGINAL. 


ALL THE 


New HicH Co.or GrapPHics : CHALLENGE YOUR FRIENDS 
IN 8 AND 16 BIT. : ‘ ; TO MULTIPLAY. 


Lead one of three houses — the noble Atreides, the ruthless Harkonnen, or the insidious Ordos — 
with gallant leadership, cunning tactics, and military prowess to win the Emperor's challenge. Bes 
Only one house will prevail to claim the planet Dune and its precious resource, the Spice Melange. 


DUNE™ and ©1998 Dino De Laurentiis Corporation. Licensed by Universal Studios Licensing, Inc. ©1998 Westwood Studios, Inc. All rights reserved. www.westwood.com 


by Jon Finkel and Brian Weissman 


Jun-Wei from Singapore sent in a Standard red-green Sliver deck, 
which got him to the semifinals of a recent sanctioned tourna- 
ment. But Jun-Wei has discovered defensive decks can defeat 

his Slivers, so he’s looking to add some staying power. Jun-Wei 
generally faces five-color TradewindGeddon, Four-Color Black, 
PropOrb, Schneider-Pox, Sligh, and ProsBloom decks. We’ve 
referred this deck to two outside deck doctors—jon Finkel 

and Brian Weissman. Jon provides some reconstructive surgery, 
while Brian gives an alternative, budget-minded diagnosis. 

If you’d like us to consider your deck for “Deck Clinic,” just 
send a list of what’s in your deck along with a brief description 
of its ailment to: Deck Clinic, c/o The Duelist, P.O. Box 707, 
Renton, WA 98057-0707, or to <Duelist @wizards.com>. 


JON 
» livers are one of the 

| more interesting crea- 
ture types from recent 

| expansions, first appear- 
a ing in Tempest with two 
Slivers in each color. Unfortu- 
nately, I found most Tempest 
slivers were unplayable in 
tournament decks because 
they were weak by themselves, 


and every card has to stand 
alone in a constructed deck. 
The exception was green’s 
Muscle Sliver, which gives all 
Slivers +1/+1. As a 2/2 crea- 
ture for two mana, Muscle 
Sliver is decent by itself, and 
gets more powerful as more 
are cast. Therefore tournament 
decks often featured these as 
their only Slivers, while the 
other Slivers were relegated to 
theme decks. 

However, Stronghold 
expanded on the concept with 
new Slivers that are all 2/2, 


makes an opponent’s creature 
elimination less effective, since 
you can sac Slivers targeted for 
death and make your oppo- 


making them strong creatures 
even without a Muscle Sliver 
in play. With one in play, they 
become an incredible bargain: 
3/3 creatures with a special 
ability for only two mana. The 
black-red Acidic Sliver and the 
white-blue Crystalline Sliver 
immediately stand out. Acidic 
Sliver allows you to sacrifice 
any Sliver to deal 2 damage to 
a creature or player. This 
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nent pay for the privilege. 
Crystalline Sliver makes all 
your Slivers untargetable by 
spells or effects, thereby com- 
pletely neutralizing the vast 
majority of creature-elimina- 
tion spells. A horde of 3/3 
untargetable Slivers is cause 
for alarm for any deck. The 
other Stronghold Slivers— 
Victual, Hibernation, and 
Spined—all have useful abili- 


ties as well. Now a Standard 
deck with a Sliver creature 
base is tournament viable. 
Colors and Creatures. 
The first thing to do when 
making a Sliver deck is choose 
a base color. I decided on a 
mostly green base in order 
to exploit Muscle Slivers. 
However, since some of the 
most useful Slivers require 
other colors of mana, it was 
necessary to use a lot of multi- 
colored lands. Since I was 
already playing green, I 
decided to use Birds of Par- 
adise as well, both for their 
speed and their versatility as 
mana producers. At this point, 


I concluded a Five-Color 
Green deck would best serve 
the purpose, with Slivers as its 
main creatures. 

As for what Slivers to 
include, I was definitely using 
four Muscle Slivers, but wasn’t 
sure about the others. I finally 
decided on four copies of 
Spined Sliver, since its casting 
cost of @# included the 
deck’s primary and second 
most prevalent colors. It also 
has a useful combat ability: 
giving +1/+1 to each blocked 
Sliver for each creature block- 


ing it. Four Acidic Slivers are 
vital for their amazing ability, 
even though they don’t have 
green mana in their casting 
cost. For the rest, I decided on 
two Heart Slivers and two 
Victual Slivers, which are both 
very useful at times but often 
weak on their own. In fact, I 
only included Victual Sliver at 
all because of the green mana 
in its casting cost. 

Removal and Mana. The 
next item was deciding what 
removal spells to use. To deal 
with creatures, I included four 
Incinerates, two Diabolic 
Edicts, and four Cursed Scrolls 
(the most powerful card in 
Tempest). The Acidic Slivers 
also help with creature 
removal. Two Disenchants and 
two Uktabi Orangutans take 
care of artifacts and enchant- 
ments. I am confident this can 
deal with any permanent my 
opponent could play. 

The most important part of 
any deck, however, is the mana 
ratio. This especially holds true 
in multicolor decks. In addi- 
tion to Birds of Paradise, I 
decided to use two Mox Dia- 
monds, which are costly in 
terms of card economy but are 
less fragile than the Birds. 
Also, Cursed Scroll can nullify 
the disadvantage of discarding 
incurred by the Diamonds. For 
five-color lands, I chose three 
Undiscovered Paradises, two 
Cities of Brass, and two Gem- 
stone Mines, adding two 
Reflecting Pools to use the 
mana of other rainbow lands 
without the various drawbacks. 
The remaining slots are taken 
up with eight forests and two 
Karplusan Forests, since red 
mana is also very important. 


BRIAN 

like some submissions 
we get, Jun-Wei’s deck is 
already quite focused 

nd effective. It is a 
fairly solid green-red 
deck, with the unique angle of 


TOM WANERSTRAND 


a Sliver creature base. Though 
this deck has generated some 
success for its designer, it 
could still use some tweaking. 

Dedicating to a Color. 
When building a dual-color 
deck you must first decide 
which color will be the focus. 
Jun-Wei’s original design is 
slanted heavily toward red, 
with twenty-one red spells, so I 
continued that trend. Since it 
makes no sense in such decks 
to play with spells requiring 
two mana of a secondary color, 
I avoided spells costing two 
green mana. 

Making the Mana Base. | 
included mostly red spells and 
no double-color—specific spells 
in either color, so I didn’t need 
to adjust Jun-Wei’s mana ratio 
much. One notable absence 
from his deck are the great 
Mirage fetch lands, so 1 
included a couple Mountain 
Valleys in my version. I also 
increased the number of 
Karplusan Forests in the deck 
to four, since the flexibility of 
that land is worth the damage. 
The average casting cost of my 
version is very low (twelve 
spells costing one mana, nine- 
teen for two mana, five for 
three mana, and two X spells), 
so twenty-two lands should 
work fine. 

Choosing the Creatures. 
With colors and mana balance 
decided, I moved on to crea- 
tures. Since his deck was built 
before Stronghold, Jun-Wei 
couldn't take advantage of a 
number of spells that bolster 
his strategy. I therefore rotated 
out some of the deck’s original 
narrow spells in favor of 
stronger Stronghold counter- 
parts. The first creature I 
removed was Lhurgoyf. While 
it can be a giant beast in the 
late game, Lhurgoyf’s relatively 
high, double-green casting cost 
makes it a little cumbersome. 
A good Sliver deck should aim 
to win in the first five or six 
turns, and the potential for an 


opening draw with two or 
three useless Lhurgoyfs is too 
dangerous. 

With that done, I looked at 
the Slivers. Wisely, Jun-Wei 
included four copies of the 
most important Slivers: Metal- 
lic and Muscle. While Heart 
Sliver’s celerity (the ability to 
ignore summoning sickness) 
can provide a speed boost, its 
poor power/toughness-to- 
casting-cost ratio took it out 
of my version. Without a 
doubt, the great efficiency and 
awesome ability of Stronghold’s 
Spined Sliver make it an easy 
replacement for Heart Sliver. 

J also increased the flexibil- 
ity of the deck by adding two 
Uktabi Orangutans and three 
River Boas. The Orangutan’s 
great 187 ability offers the 
option of dealing with danger- 
ous artifacts without having to 
diminish creature quantity. 
River Boa is just an all-around 
great creature that can swing 
games against similar red- 
green decks. 

The Removal. One huge 
advantage of playing with red 
in Standard is playing two of 
the best creatures ever made: 
Mogg Fanatic and Fireslinger. 
Jun-Wei included the mighty 
Goblin in his design, but the 
addition of Fireslinger makes 
his deck even better. The new 
Stronghold spell Shock is a nat- 
ural replacement for the four 
Kindles. Though Shock can 
only deal 2 damage, it’s the 
most efficient removal avail- 
able in Standard. I’ve chosen to 
keep both Fireballs, giving the 
deck a total of eighteen 
removal spells to clear the way 
for the Slivers. 

The Sideboard. Jun-Wei’s 
assessment of his local 
metagame aided tremendously 
in my adjustments to the side- 
board. He lists six prominent 
deck types in his area, so I 
fine-tuned his sideboard 
against them. I kept two 
Orangutans in the sideboard to 


| 4 Birds of Parad e 
\ 2 Giant Growth 

4 Muscle Sliver 

3 Quirion Ranger 

2 Uktabi Orangutan 


‘RED SPELLS (6) 
2 Heart Sliver 
4 Incinerate 


WHITE SPELLS (2) _ 


2 Disenchant 


BLACK SPELLS (2) 
2 Diabolic Edict: 


GOLD SPELLS (10) 
4 Acidic Sliver 

4 Spined Sliver — 

2 Victual Sliver 


ARTIFACTS (6) 
4 Cursed Scroll 
2 Mox Diamond - 


LANDS (19) 

2 City of Brass 

8 Forest 

2 Gemstone Mine 

2 Karplusan Forest 

2 Reflecting Pool 

3 Undiscovered Paradise 


SIDEBOARD (15) 
| Disenchant 

2 Honorable Passage 

| Hydroblast 

2 Knight of the Mists 

2, Lobotomy 

3 Pyroblast 

| Uktabi Orangutan 

3 Winter Orb 


better combat 
Cursed Scrolls in the 
Pox deck and Winter Orbs in 
the PropOrb deck. I removed 
the Emerald Charms and 
added a third Tranquil 
Domain, since it’s likely he’ll 
often need to remove multiple 
enchantments. The four 
Pyroblasts are a given to com- 
bat Tradewind Riders and 
countermagic. I further 
enhanced his anti-control with 
a pair of Boils, replacing the 
Siroccos. Backed by Pyroblast, 


GREEN SPEL! @ 
4 Muscle Sliver 
3 River Boa i 
2 Uktabi Orangutan 


RED SPELLS (2 | 
3 Barbed Sliver 

2 Fireball 

4 Fireslinger 

4 Incinerate 

4 Mogg Fanatic 

4 Shock 


GOLD SPELLS. i } 
4 Spined Sliver 


ARTIFACTS (4) 
4 Metallic Sliver 


LANDS (22) 

7 Forest 

4 Karplusan Forest 
9 Mountain 

2 Mountain Valley 


SIDEBOARD (15) 
2 Boil 

4 Pyroblast 

2 Ruination 

2 Sand Golem 

3 Tranquil Domain 

2 Uktabi Orangutan 


| 


Boil pretty 
much ends a 
game against any heavy-blue 
deck.’To better combat multi- 
color decks, I replaced the Pri- 
mal Orders with Stronghold’s 
devastating Ruination. This 
spell is much easier to cast and 
its impact on the game is 
immediate and lethal. I filled 
the final slots with two Sand 
Golems, an excellent anti-Pox, 
anti-discard countermeasure. 
Renowned Pro Tour players and deck builders, 


Finkel and Weissman always build decks with either 
“Finkel” or “The” in their names. 
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tarting with this issue, 

“Magic Rulings and 

Errata” will follow a 
slightly different format, 
which we hope will help 
clarify the rules for our 
readers. Like legal text, 
the rulings released each 
month are written pr 
cisely, to try to close 
the loopholes that 
rules lawyers 
always try to fi 
Unfortunately, 
makes the rulings 

w 

nearly incomprehen: 


ble for the average player. 


Therefore, I’m now includ- 


ing a “What It Means” 
section for each rule, to 
discuss why the ruling was 
made and what impact it 


has on the game. 
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GENERAL 
RULINGS 

The Rule: An item in the 
February rulings changed 
effects that turn a permanent 
into a creature so that those 
effects set the creature’s base 
power and toughness. As an 
extension to that change, any 
creature characteristics 
defined by such an effect are 
now considered base charac- 
teristics of the creature. 


What It Means: 
This change fixes a 
ruling most players 
found confusing and 
counter-intuitive, which 
was that “becomes a creature 
with X” should be interpreted 
as “becomes a creature and 
gains X.” Now, “with X” is 
treated as part of the basic 
definition of the creature, the 
way most non-rules lawyers 


had read it all along. For 


i 


example, if Humility is 
in play, activating 
either of Chimeric 
Sphere’s abilities gives 
you a 1/1 creature with no 
special abilities. 

Since “with” is no longer 
treated as “and gains,” you 
can’t replay the ability to over- 
ride the effects of an enchant- 
ment, instant, or sorcery. For 
example, if you turn your 
Chimeric Sphere into a 2/1 
creature with flying, and I use 
Radjan Spirit to remove the 
flying ability, you can’t get 
around this by activating the 
Sphere a second time. The 

Sphere’s ability just sets the 
» base characteristics of the 
creature—other effects 
still apply as normal. 

» This does not 
change the rules for 
conflicting effects. For 
example, if you use 
Crovax the Cursed’s 
‘gains flying” ability, 
and I use a Radjan 

Spirit to take away 
the flying, you can use 
Crovax’s ability again 
and end up with a fly- 
4 ing vampire. 


The Rule: If you some- 
how manage to give a pro- 
tection or landhome ability 
to an artifact, enchant- 
ment, or land, the ability 


will still function while the 


permanent isn’t a creature. 
What It Means: Previ- 
ously, protection and land- 
home were defined as 
creature-only abilities. If a 
noncreature somehow ended 
up with one of these abilities, 


the ability stopped working. 


The Rules team decided there 
was no reason to keep this 


restriction. For example, if 


TOM WANERSTRAND 


you somehow manage to give 
an enchantment protection 
from white, then it can’t be 
targeted by white spells such 
as Disenchant. 

Currently it’s very difficult 
to get into this situation 
(you need to use tricks 
like mixing Shape- 
shifters with Licids), 
but who knows— 
maybe some day there will 
be an artifact with a protec- 
tion or landhome ability. 


The Rule: Whenever an 
effect enables you to change 
the target of a spell or ability, 
the new target must be a legal 
one for the original spell or 
ability. 

What It Means: Many 
players took this rule for 
granted; the ruling just makes 
it official. This means, for 
example, that Silver Wyvern 
can't retarget a black spell to a 
creature with protection from 


black, or to a “can’t be 2s 


targeted” creature like 
Pincher Beetles. It 
also means that 
Rebound can’t retarget 
a “target opponent” spell 
to its own caster, since a player 
isn’t his or her own opponent. 
The latter is a reversal of 
an item on the Stronghold 
Q&A distributed to judges 
for the Stronghold Prerelease 
tournaments. 


ERRATA 

The Rule: Bounty of the 
Hunt’s second ability now 
reads “Three target creatures 
get +1/+1 until end of turn. 
You may choose the same 
creature for two or more of 
these targets.” 

What It Means: Bounty of 
the Hunt now works exactly 


like Giant Growth, except 
that you can choose to 
split up the bonus 
among multiple tar- 
gets. You can’t use 
these bonuses to 
power abilities that 
require +1/+1 counters, 

like those of the 

Spikes. However, 
Bounty of the Hunt 
now pumps the creatures 
even if Humility is in play; the 
old counter-based version 


did not. 


The Rule: Heartstone’s 
second sentence should read 
“This cannot reduce an 
ability’s total mana cost 
to less than 1.” 

What It Means 

Under the original 
wording, Heartstone 
could never remove the last 1 
from an activation cost, even 
if the activation cost also 
included colored mana. This 

made it useless for crea- 

\ tures like Duct Crawler, 
which has a 1 @ activa- 
tion cost. This errata 

restores Heartstone’s 

intended function. 


SPECIFIC CARD 
RULINGS 

The Rule: Hacking a dual 
land (with Mind Bend or 
Magical Hack, for example) 
changes the type of mana it 
produces. 

What It Means: Dual 
lands have several different 
wordings, depending on 
which version you have, but 
all of them should be played 
by the latest errata. For exam- 
ple, Badlands reads “Badlands 
counts as a swamp and a 
mountain. (Badlands can be 


tapped to produce ® or @.)” 


The text in parenthesis is just 
reminder text, not rules text. 
Changing the type of land 
that Badlands counts as will 
change its mana-producing 
abilities. 


The Rule: Fling deals dam- 
age equal to the power the 
creature had when sacrificed. 
What It Means: Some 

rules gurus pointed out 
that, taken literally, 

Fling always deals 0 

damage, because the 
creature sacrificed to 
pay its cost will be in the 
graveyard when it resolves 
(and creatures in the grave- 
yard don't have a power 
value). This ruling clarifies 
the issue. 


REVERSALS 


The Rule: Some cards 
increase the cost for an action, 
regardless of whether the 
action originally had a cost 
associated with it. All such 
costs are paid as part of the 
action, not as a separate 
action. 

What It Means: The 
main impact of this 
change is that Propa- 
ganda’s costs are paid 
as part of declaring 
attackers, instead of as a 
separate action. Thus, Hand 
to Hand cannot stop you from 
paying these costs. The rule 
already applied to cards like 
Gloom, which increases the 
cost of playing white spells 


and activating white enchant- 
ments; the change merely 
brings attack costs under the 
same rule. ae 
Remember, though, you 
can use only mana put into 
your pool during the begin- 
ning-of-declaration series to 
pay for Propaganda’s costs. 
Your mana pool empties (and 
loss of life from mana burn 
occurs) before the attack 
starts, and once you start tap- 
ping attackers you can’t add = 
mana to your pool until you To) 
finish declaring them. \ 


The Rule: All counters ic 
with the same name or : 
description are interchange- 
able. If a card refers to “these” 
counters, it refers to all 
counters with the same 
description. 

What It Means: Previ- 
ously, you had to keep track a 
of where every unnamed 


counter came from. For 
example, if you had a 
Tetravus with two of its own 
counters and two counters ‘, 
from Spikes, you had to 
remember which coun- 
ters were which, since 
the Tetravus could 
turn its own counters 
into Tetravites but not 
other counters. This rule 
removes that extra book- 
keeping. Of course, the 
Tetravus’s ability still won't 
work on counters with other 


descriptions, such as -1/-1 
counters. 
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I believe it was the intention 
of the authors of Homelands 
to leave players wondering 
about the fate of Ulgrotha, 
and to possibly revisit the 
story later. As Magic sets are 
presently enmeshed in the 
Weatherlight saga, that doesn’t 
seem likely in the foreseeable 
future. Personally, I'd like to 
see the Baron back. I painted 
him and I’ve always wished 
we could have done more 
with him. 


‘Taysir, an ancient 
planeswalker, didn’t actually 
meet Daria until long after 
the Ice Age. Taysir was 
killed by Feroz, another 
planeswalker, but his spirit 
was held by the ghostly 
ancestors of the Anaba 
Minotaurs until they were 


satisfied that he had 


Send your questions about 
Dominia to the above address. 
A few simple guidelines: 


All FAQ answers will appear 
in The Duelist. Do not 
expect a direct email reply 
to your question. 


“Dominian FAQ” does not 
answer rules questions. 


We cannot supply any infor- 
mation about upcoming 
Magic expansions. 


We will not send you the 
entire history of Dominaria, 
or even large chunks of it. 
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regained the humanity he 
lost in his millennia-long life 
span. Upon his release in the 
recent past, Taysir was a 
withered shadow of his for- 
mer mighty self, trapped on 
Ulgrotha by Feroz’s Ban. It 
was during this exile that he 
met Daria, a young girl cast 
out of her community 


because she had exhibited a 
powerful and uncontrolled 
magical talent. Taysir sur- 
mised that she was a 
planeswalker in the making 
and took her as his appren- 
tice. After the Ban collapsed, 
Taysir and Daria headed off 
to explore the planes 
together. Their current 
whereabouts are a mystery. 
There is no truth to the 


rumor that she came to this 
world and snagged a series 


on MTV.... 


I agree that there are a lot of 
characters and places worth 


CHRISTOPHER RUSH 


visiting. I have working maps 
of Sarpadia and Terisiare 
which haven't been seen yet. 
Let’s keep our fingers crossed 
for a Magic RPG, as it could 
be the best place to discover 
these lands and their secrets. 


Legends are famous and 


potentially mythological 
beings taken from several 
thousand years of Dominaria 
history. Every legend has an 
individual story, and they are 
too numerous to mention 
here, but Johan died at the 
hands of another legend 
(Jedit Ojanen) and Dakkon 
Blackblade is ageless and 
walks Dominaria to 


this day. 


Yes, the Benthic Explorers are 
part of the Vodalian Empire 
(most merfolk of Dominaria 
trace their ancestry to this 
nation). They were residents 
of Etlan Shiis (Atlantis) who 
were sent to track the move- 
ments of the Homarids and 
the Viscerids. Currently, 
Etlan Shiis is once again ruled 
by the ancient empress Galina 
III, who fought millennia ago 
at the battles described in 
Fallen Empires. For more 
info on this check out the 
Merfolk stories on the Duelist 
Online website at <www. 
wizards.com/Duelist_Online/>. 
The word “benthic,” how- 
ever, does not refer to a state. 
It is an English word, an 
adjective that refers to things 
from the bottom of the 
sea (like the Djinn and 
the Explorers). It is worth 
mentioning that Etlan 
Shiis is not too far from 
Jamuraa and so it is not 
implausible to suggest the 
Vodalians have encountered 
the deep-sea Djinn. 
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CLASSIC (rYPE ) 
BANNED : 
Any ante card contained i in 
any newly released card set 
Amulet of Quoz 
Bronze Tablet 
Channel 
Chaos Orb 
Contract from Belay: 
Darkpact 
_ Demonic Attorney __ 

Divine Intervention 2 
‘Falling Star : 

Jeweled Bird 

Mind Twist 

Rebirth 

Shahrazad 

Tempest Efreet 
| Timmerian Fiends 


CLASSIC (TYPE fy 
RESTRICTED 
Ancestral Recall 
Balance 
Berserk 
Black Lotus 
Black Vise 
Braingeyser 

_ Demonic Tutor 
Fastbond», 

Fork 

lvory Tower 

Library of Alexandria 

Maze of Ith 
“Mirror Universe 
Mox Emerald 

 Mox jet 
Mox Pearl 


Feldon’ 's Cane 

Fork 

Ivory Tower 

Jeweled Bird 
Library oepteandeias 
Maze of Ith 


Mirror Universe 
Mishra’s Workshop 
Mox Emerald 
Mox Jet 


_ Mox Pearl 


Mox Ruby 
Mox Sapphire 
Rebirth 
Recall 
Regrowth 
Shahrazad 
Sol Ring » 


Strip Mine 


Tempest Efreet 


_ Time Walk 


Timetwister 
Timmerian Fiends 
Underworld Dreams 
Wheel of Fortune 
Zuran Orb 


EXTENDED 

BANNED 

Any cards from the follow- 
ing limited-edition expan- 
sions and basic sets are 
banned unless they are 


“reprinted in a legal set, 


limited or otherwise: 
Arabian Nights 

Antiquities 
Legends 
Limited 


Unlimited 


Reproweh” 
_ Sol Ring 

‘Strip Mine 

Time Walk. 
Timetwister 
Underworld Dreams” 
Wheel of Fortune 


CLASSIC-RESTRICTED - 
~ (TYPE 1.5) BANNED 


Any ante card contained in 


any newly released card set 
Amulet of Quoz — 
Ancestral Recall 
Balance 

| Berserk 

/ Black Lotus 


Chaos Orb _ 

| Contract from Below 
Copy Artifact. 
Darkpact 

_ Demonic Attorney 

_ Demonic Tutor 
Divine Intervention 

| Falling Star : 
Fastbond | 


The following individual 


cards are also banned in 


_ Extended format: 


Balance 

Black Vise 
Braingeyser 
Channel 
Demonic Tutor 
Fastbond 
Hypnotic Specter 
Ivory Tower 
Kird Ape 
Mana Crypt 
Maze of Ith _ 


_ Mind Twist 


Regrowth 


- Serendib Efreet 


Sol Ring 


‘Strip Mine 
_ Wheel of Fortune 
_ Zuran Orb 


STANDARD (TYPE Ii) 


BANNED 
Any ante card contained in _ 
any newly released card set q 


VWWe CaN See 
the ApPEaL 


you are an active tournament competitor who closely follows your official ratings 


and rankings, the DCI wants you to know that we can assist you in verifying 
your official rating through our ratings appeal process. 


MATCH HISTORY 
RECORDS 

The DCI currently rates its 
members in four tourna- 
ment categories: Standard, 
Classic, Extended, and Lim- 
ited. You may request 
detailed match history records 
that include all four formats. 
These records reflect all the informa- 
tion we have about your tournament 
performance, including the sanctioning 
number and date for each event, oppo- 
nent names, outcome of each match, 
and the changes in your rating with 
each match result. Match history 
records are available to any DCI mem- 
ber for $15. We recommend that you 
review your official match history peri- 
odically, particularly before contacting 
us to appeal your rating. 


MATCH HISTORY APPEALS 

DCI members who believe their match 
history records contain errors may file a 
match history appeal. Each appeal costs 
$5 to file, and you must complete a 
Match History Appeal form, available 
directly from us or at <www.wizards. 
com/MTG_DCI/MTG_DCI_Appeal 
s.html>, and submit it to the DCI via 
email or regular mail. Payment must 
accompany each appeal (credit card for 
email appeals, and check, money order, 
or credit card for regular mail appeals). 
The DCI staff will only review appeals 
submitted on DCI Match History 
Appeal forms, and no appeals will be 
accepted over the telephone. 

Follow all the directions on the 
Match History Appeal form or your 
appeal may be delayed or refused. The 
DCI staff will promptly review all 
match history appeals as they are 
received; when a discrepancy exists 
between our match results database 
and the information on your appeal, 
the DCI Ratings Appeals Board 


reviews the original tournament report 
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to verify the information 
submitted by the tourna- 
ment coordinator. 

The Appeals Board will 
always assume the original 
tournament report is correct, 
and will only change your 
match results if the coordi- 
nator replies to our query 
with information contrary to his or her 
original tournament report. We are not 
responsible for missing match records 
or information from tournament 
reports that have been invalidated for 
violation of DCI policy. 


HOW CAN YOU HELP YOURSELF? 
First, realize tournament coordinators 
and judges occasionally make mistakes 
in completing tournament reports. 
These mistakes are unintentional and 
relatively rare, but do happen from 
time to time. 

Second, keep a record of your tour- 
nament participation and performance. 
Your tournament log becomes invalu- 
able when you wish to quickly verify 
the data in a match history record, and 
will make the appeals process consider- 
ably easier. We also recommend 
you check the DCI’s event listing 
Web page on a Java-enabled browser 
at <events wizards.com/external/ 
dcesearch.asp> to verify that we have 
received and processed the match results 
from events in which you participated. 
If you find that some reports are miss- 
ing, we suggest that you contact the 
tournament coordinator(s) and request 
that he or she submit the reports before 
the DCI declares them delinquent. 

Finally, be familiar with the DCI’s 
policies and rules. The complete text of 
our appeal policy is available directly 
from us and on our website. We rec- 
ommend that you obtain a copy of the 
complete policy text and review it 
before submitting any appeals. For fur- 
ther assistance, please contact the DCI. 


THE DACTYL LIVES! 
Challenge its awesome evil—if you dare.... 


The stunning sequel to The Demon Awakens... 
by the author of the Forgotten Realms” novels 


Stories That Define Imagina' 
The Ballantine Publishing 


www.randomhouse.com/delrey 


Mark Rosewater 


Survey Says 


ver since I announced the existence of the Magic: The Gath-__ It’s My Vhati 
ering—Unglued supplement in Duelist #23, players have and Pl Cry If 
been talking about it on the Net, trying to figure out what I Want To 
exactly it is. One popular idea is that Ung/ued is the “Power As part of my 


Tempest flavor text assignment, I 
was asked to make sure Predaéor first-mate 


Lunch” (juiced power level) expansion Bill Rose mentioned 

in issue #20. Bzzt. I’m sorry, wrong answer. Try again. 
Vhati i/-Dal received some exposure. It turns out 
Vhati only has one major scene in the story. After firing 
upon the Weatherlight—intent on advancing the attack 
and his quest to be captain—Vhati finds himself face- 
to-face with Greven. The scene plays out over the flavor 
text on three different cards: 

Vhati il-Dal 

“Sir, Ljust thought...,” explained Vhati. 


I don’t want to leave you completely empty-handed, so let me 
provide a small hint about what to expect in Unglued: the set will 
feature zany art and unorthodox game mechanics. In fact, many 
Unglued cards began as Magic cards that were just a little too 
“different” to be used in a regular Magic expansion. In addition, 
this non—tournament legal supplement will have a few accessory 
cards that will be allowed in tournament games, such as new, spe- 
cially designed basic lands and a set of cards players can use to 


represent common token creatures. 


I don’t want to ruin the fun to come, but as the lead Unglued 
designer, I can say that Ung/ued is like nothing you've ever seen 


before. For those of you lucky enough 
to make it to GEN CON this August, 


we will have several exclusive tourna- 


ments to premiere the Ung/ued supple- 
“ment. I hope to see you there. I'll be 
the judge in the chicken suit. 


agic card: expansion 


ie expansion and 


or example, “88/143” means you have 
88 in a set of 143 cards. The cards will 
phabetically (ignoring rarity) by 
lowing order: white, blue, black, red, 
r, artifacts, and land. 


symbol will appear on all common 
mbol on uncommons, and a gold 
These new features are meant to 
g, trading, and cataloging easier with- 
from play. When you're playing the 
ignore the fine print. 
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a the series you hold +------------- 


| be indicated via the expansion e--- 


Flip a cain. If you win the flip, 


“Don't think,” interrupted Greven. It doesn 7 suit you.” 
Repentance 
“The cannon wasn't aimed at you!” pleaded Vhati. 

‘Tm not sure which 1s more 
pathetic,” rephed Greven, “your 
judgment or your aim.” 

Diabolic Edict 

Greven il-Vec lifted Vhati off has 
feet. “The fall will give you time ta 
think on your failure.” 


In the Cards 
or the past year, readers have 
been asking me about the card 
Olle Rade got to create for win- 
ning the first Due/ist Invita- 
tional. I promised details as 


ity. _» destroy target creature an opponent Olle’s card worked its way through 
ll have a series ¢--~1 ntrols. Otherwise, destroy target the development system. So what 
on the tiny line of as e £ s See og happened to the card? The answer is 
bottom of the card. ; as simple: Olle has yet to give it to me. 
vill tell you how many Although I bug him at every Pro 
' 


Tour event, Olle hasn't come up with 
anything he likes. This was not the 
case for Darwin Kastle, the winner of this year’s Invitational. 
Upon winning the tournament, Darwin turned to me and said, 
“Okay, here’s my card.” 

Avalanche Riders 2RR 

Summon ??? 2/1 

When Avalanche Riders comes into play, 


destroy target land. 
Avalanche Riders ignore summoning sickness. 


Since the expansions for 1998 are already designed, R&D will 
incorporate it—with a few tweaks—into an expansion in 1999. 
Stay tuned (and I mean it this time) for more developments. 
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and Struggle. di a 
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‘ Empéror Cattagiet my 4-2 8 


- An alternate version of 
¢ Londo Molari, reflecting his 


4 darker nature! ‘ : ® 
* 


+ “The game system is very ° 
legant with some, very ino-' 
vative. mechanics. . Babylon* 
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all of the latest info about Magic me other great 
. TCGs, gaming strategies, deck-building tips, 


product previews, and more... 


For faster service, email us at duelist@pcspublink.com 
and mention code BR2698. For credit card orders call 1-800-395-7760. 
No rules questions will be answered on this line. 


For orders outside North and South America, 
call +44-185-841-05-10. _ nif 


For added style and more savings, 
get a DUELIST International Booster 
subscription—12 monthly issues, 

48 Magic boosters (45 of them 
foreign language)—and save 62% 

off retail—$99.95! 
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Price is Right 
King of Qualifiers’ 
Wins Pro—Tour LA 


espite recent El Nifio—related 
weather problems, Long Beach 
"was sunny and clear for the 1998 
Pro Tour—Los Angeles. A total of 
342 players climbed aboard the 
Queen Mary to compete for over 
$150,000 in prizes, including a gad 
prize of $25,000. 


After several hours of grueling, 


slugfest action—including a two-and-a- 
half-hour match between finalist Ben 
Rubin and semifinalist Adam Katz— 
perennial Pro Tour participant David 
Price emerged as the victor, clinching his 
best performance ever on the tour. 
Despite participating in every Pro Tour 
event, Price had never placed high 
enough to grab an automatic bid for any 
event until he placed 64th in Mainz, 
Germany, forcing him to requalify time 
and time again. 

Dubbed by some as the “King of 
Qualifiers” for his knack of earning 
invitations the hard way, Price was 
clearly the fan favorite going into 
the finals. After defeating Rubin three 
games to two, Price was mobbed by 
friends and teammates who univer- 
sally agreed that Price’s reward was a 
long time in coming, but well worth 
the wait. 

Pro Tour—Los Angeles used the 
Tempest-only Constructed format. 
Going into the weekend, a number of 
cards and deck types were on the 
“most expected” list. As predicted, 
Cursed Scroll appeared in many of the 
top decks, though its presence was not 
as unbalancing as some players feared. 
Nearly as common as the Scroll was 
Scalding Tongs; many players who 
couldn't draw a timely Disenchant or 
Shatter were sent packing by the com- 
bination of these two artifacts. 

Decks that contained creature-recy- 
cling abilities were popular, with Bottle 
Gnomes and Staunch Defenders pro- 


Way to go: Wizards of the Coast CEO Peter Adkison congratulates winner David Price. 
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viding targets for Corpse Dance, Living 
Death, and Gravedigger. The life-gain- 
ing capability provided by these combi- 
nations drew many matches right out to 
the 70-minute time limit. 

So-called “bounce” deck technology 
was common, with Capsize and 
Tradewind Riders appearing frequently. 
As always, white weenies made an 
appearance, including semifinalist David 
Bachmann’s deck. One interesting deck 
that didn’t make the Top 8 was “Sliving 
Death,” which, as its name would sug- 
gest, uses Living Death to return large 
numbers of Slivers from the graveyard 
to the game. 

The most successful decks, however, 
were variations on the mono-red “Sligh” 
deck, in which the makeup of creatures 
and spells follows a closely calculated 
mana curve to maximize speed and effi- 
ciency. Some observers estimated that 
perhaps half or more of the decks at the 
event were Sligh-style decks, and four of 
the Top 8 decks were variations on this 
theme. 

Pro Tour—New York, the final stop 
of the Pro Tour circuit before the Magic 
World Championships, follows hard 
on the heels of LA’s competition. The 
tour descends upon the Big Apple the 
weekend of April 17-19 and features 
the Tempest-Stronghold Booster Draft 
format. —Andy Collins 


r Series Rolls On 
Juniors Sink or Swim 2 
Aboard the Queen Mary 


unior Magic players from across the 
country showed up in force for Day 
One of the Standard format Super a 
Series Western Division Champi- 5 
’ onship. On the line: a chance to go 
to Disney's Wide World of Sports complex in 
June for the Super Series Championship. 
Mono-blue Tradewind Rider decks were oo) 
popular, but the many variations of red 
Sligh proved to be nearly unstoppable. 
The Top 8 finishers from each age group 


at the Divisional Championships win auto- 
matic advancement to Day Two of the 
Super Series Championship in Florida, as 
well as airfare and hotel accommodations 
for two during the competition. Top finish- ‘\ 
ers in Los Angeles were Wyatt Agard of 
Madison, Wisconsin (15-and-under divi- 
sion), and Jason Mohr of Eagle River, 
Alaska (16-to-18 division). Congratula- 
tions to all competitors and good luck in 
Florida! 

The Eastern Division Championship 
takes place April 18 and 19, coinciding : 
with Pro Tour—New York. Open to all x 
Magic players 18 and under, it will identify 
the final 16 players with byes to Day Two 
of the Super Series Championship in 
Orlando. —Jessica Lawson 
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Last month I started a 


series of articles on 


Magic’s colors with a 


column geared toward 
blue control freaks. 


This month Pll discuss hite is Magic’s color of purity and healing 
a colar thats both and features such creatures as heroes, 
angels, and unicorns. Because white is 


peaceful and aggressive the color of protection and order, it uses 


the natural forces of the universe to 


iy acdc, and possinly keep you and your creatures alive, and the 


strength of military tactics to destroy your 
opponents. 

No other color in Magic comes close to 
white’s incredible defense. If youre playing 
defensively, white can keep you alive with heal- 


just as frustrating to 
play against as blue. I’m 
talking about the king 


of defense—white magic. _ ing, life gain, pinpoint and mass card removal, 


No other color in Magic 
comes close to white’s 
incredible 

defense. 
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by Melody Alder 


The Best Defense 
sa White Offense 


and an army of creatures. Then, once an oppo- 
nent’s forces are neutralized, that same defense 
can be turned into offense to go for the kill. 


Passive-Aggressive Creatures 
Each color in Magic sports a different type of 
creature force. Blue, for example, musters up 
strong flyers, but falters in efficient, small crea- 
tures. White can easily muster a horde of little 
creatures that aren't just cheap, but have some 
amazing special abilities that provide a formida- 
ble force (especially in large numbers) both on 
offense and defense. 

For starters, white has more creatures with 

first strike than any other color. Creatures with 
first strike deal combat damage before other 
creatures, making white’s 2/1 first-striking 
Youthful Knight a formidable blocker that can 
easily kill a 2/2 Ironclaw Orcs or a 3/2 Harvest 
Wurm and survive to protect you again. When 
it’s not needed to defend, the Knight can 
quickly tear up an opponent. 
White has good protection from black and 
protection from red creatures as well. For exam- 
ple, Soltari Monk is a particularly good creature 
for #% because it has shadow and protection 
from black, making it the perfect blocker for 
those nasty black creatures with shadow. Plus, 
the Monk is immune to most black creature- 
destruction spells. White also provides wards 
that can give normal creatures protection from a 
color, making your forces unstoppable against 
whatever color youre facing. 

White has a lot of creatures with pumpable 
toughness, making them hard to kill. For 
example, your opponent has to think twice 
before trying to kill your Honor Guard (#: 
Honor Guard gains +0/+1 until end of turn) 
because you can increase its toughness in 
response to damage dealt to it as long as you 
have white mana available. 

Stronghold recently introduced the Kor, a set 
of small creatures that can redirect damage dealt 
to them. Warrior en-Kor, for example, is a 2/2 
creature that at any time (and for no cost) can 
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redirect 1 damage dealt to it to another 
creature you control. So if you block an 


Endangered Armodon with your War- 
rior, the 4 damage the Armodon deals 
would normally kill the Warrior. But, you 
can instantly move some or all of that 
damage to one or more other creatures, 
saving your Warrior to block the 
Armodon again while you pound away 
with the rest of your white horde. 

A white creature ability Magic devel- 
opers call range strike allows you to deal 
damage to creatures dur- 

ing combat instead 
of or in addi- 


tion to blocking. Heavy Ballista, which 
you can tap to deal 2 damage to an attack- 
ing or blocking creature, is a great way to 
keep small attackers at bay or to finish off 
a big creature that’s blocking one of your 
troops. Elite Javelineer, another range 
striker, can block one creature and deal 1 
damage to another attacker, possibly stop- 
ping two members of an invading force. 

Banding is another primarily white 
creature ability. Creatures with banding 
are excellent on defense because they put 
you in control of combat damage to 
creatures. Thus, you can block a huge 
creature like the Armodon with a band 
of little critters and kill the Armodon. 
But you can assign all the Armodon’s 
damage to one sacrificial lamb, saving 
the rest of your horde for your next 
offensive. In addition, banding becomes 
a formidable weapon on offense. Band- 
ing can make two or more little creatures 
look like one big creature, because your 
opponent has to block either all or none 
of the creatures in a band. Thus, you 
force him or her to either sacrifice a big 
blocker or eat the damage. 


DEFENSE THROUGH DESTRUCTION 

Besides having lots of good creatures that 
can work together on offense and defense, 
white also has many ways to remove and 
neutralize threats. In fact, white has some 
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of the best spells to destroy artifacts and 
enchantments (like the ever-popular and 
versatile Disenchant), some cheap ways to 
neutralize or destroy creatures, and by far 
the most economical mass-destruction 
spells in the game. 

Unlike red or black, white’s creature 
destruction, while fairly cheap, tends to 
depend on the situation. Smite, for exam- 
ple, destroys a creature as long as it was 
just blocked, and Repentance can be used 
to kill a creature if that creature’s power is 
greater than or equal to its toughness. 
White is better at simply neutralizing 
creatures instead of destroying them. 


Pacifism can tame the largest beast for an 
entire game, while the buyback spell 
Change of Heart stops a creature from 
attacking for one turn. Similarly, white’s 
Calming Licid can jump on a creature to 
prevent it from attacking until the Licid 
jumps off again. 

White is good at global removal too— 
that is, destroying or neutralizing lots of 
cards at the same time. These cards are 
sometimes called “reset buttons” because 
they help balance the game if you're at a 
disadvantage. Global removal cards like 
Wrath of God, Armageddon, and 
Serenity can also be used as part of a 
powerful offense with a little planning. 
An army of first-striking, damage-pre- 
venting, banding creatures is tough to 
stop after you destroy your opponent’s 
lands, especially if those creatures are 
pumped up with Crusade, another of 
white’s global spells. 


AN OUNCE OF PREVENTION AND A 
POUND OF LIFE GAIN 

White is better than any other color at 
preventing damage and gaining life, in 
addition to its army of small creatures 
and top-of-the-line mass destruction. 
Take Circles of Protection, for example, 
Which can prevent damage from a spell 
or creature of a specific color, as well as 
artifacts and the new creatures with 


shadow. If you can keep the Circles in 
play and save some mana to activate 
them, you can survive any game—at least 
until you run out of cards. 

In addition, white provides spells and 
creature abilities that will prevent smaller 
amounts of damage, either to you or to 
your creatures. Both Samite Healer and 
Femeref Healer can prevent 1 damage toa 
creature or player, while Orim, Samite 
Healer can prevent up to 3 damage. To 
help keep your army of creatures on the 
board, you can use damage prevention 
such as Anoint to nullify an Incinerate, or 
‘Temper to prevent X damage and pump a 
creature up for future attacks. 

Closely related to damage prevention is 
life gain. Some players get confused about 
the difference between life gain and dam- 
age prevention (or healing). Simply put, 
damage prevention must be done in 
response to damage; life gain, on the other 
hand, can be done at any time. One of the 
best life-gaining cards is Gerrard’s Wis- 
dom, which provides 2 life for every card 
in your hand. 


THE SUM OF THE PARTS 

If you choose to play white, you probably 
want your deck to have a strong defense 
combined with an army of the best little 
soldiers in the game. Remember, even 
though white has lots of ways to deal with 
an opponent’s threats, it can often benefit 
from being combined with other colors. 
In fact, most deck types benefit from the 
presence of more than one color, simply 
because each color has unique strengths 
and weaknesses. 

For example, white’s larger creatures 
tend to be expensive when compared to 
big green creatures, so if you need some 
generals for your army, look to green. 
Red’s damage spells work nicely in tan- 
dem with the special abilities of white’s 
creatures (an Incinerate and a first striker 
can kill most creatures in the game). And 
a blue/white deck can neutralize just 
about any threat, either before or after it 
hits the table. On the flip side, if you're 
building a nonwhite deck and need to 
add a defensive element that will also 
provide a boost to your offense, white’s 
your color. 4 


Melody uses military efficiency (and a riding 
crop) in her Magic classes. 
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ancing Gnomes” combines elements 
of control with a creature-based strat- 
egy and makes use of the graveyard as 
a resource. These decks usually win 
either by getting two Tradewind Rid- 
ers going and returning all of an oppo- 
nent’s cards to his or her hand, or 


by sheer creature beatdown 
after casting Living Death with 
a creature-heavy graveyard. Either 
way, ending life totals of 40 or 
more are not uncommon. 


LEARNING THE STEPS 
Pro ‘Tour-Los Angeles 
was a Tempest-only tour- 
nament that severely 
restricted card selection. 
The Dancing Gnomes deck 
isn't quite as viable in the 
Standard 


which Armageddon and mass crea- 
ture destruction are common, but 


environment in 


versions with more counterspells can 
still work well. In this article, however, 
we'll just look at the Tempest versions. 
As you might guess from the name, 
all Dancing Gnomes decks contain 
four Bottle Gnomes. Gnomes make 
good blockers, scaring away the 2/1 
creatures so popular in weenie decks 
as well as 2/2 creatures. Also, 
each Bottle Gnomes that 
makes it into play eventu- 
ally means 3 extra life. 
Surprisingly, Corpse 
Dance isn't nearly as 
important, even though 
it’s the other half of the 
signature combination. 
You don't need to draw 
Corpse Dance early in the duel, and once 
you get the combination going, additional 
copies are useless. Since the deck has no 
library-searching ability other than Intu- 
ition, quite a few duels will go by without 


by Beth “BethMo” 


Dances with Gnomes 


Corpse Dance and Bottle Gnomes take Tempest by Storm 


Moursund 


ever drawing Corpse Dance. Despite this 
fact, the life-gaining shimmy of the Bottle 
Gnomes was memorable enough for the 
deck’s name to stick. 

Intuition is another signature card for the 
deck. Very often, the first indication that 
you're playing against a Dancing Gnomes 
deck is when an opponent casts Intuition 
and pulls three Bottle Gnomes from his or 
her library and puts two of them into the 
graveyard. This sets the stage for the fourth 
signature card, Living Death. Both of these 
cards are critical to the deck and useful in 
multiples, so four of each is standard. 

Like the Blue Bouncy decks discussed 
last issue, Dancing Gnomes decks almost all 
include four Tradewind Riders, and some 
also include a Capsize or two. Like Bottle 
Gnomes, Tradewind Rider makes a good 
blocker when facing a fast creature swarm, 
and if you can get two other creatures in 
play it enables you to slow your opponent 
down immensely. If the duel goes on long 
enough for you to get a second Tradewind- 
plus-two group going (or Capsize with 
enough mana for buyback), you can strip 
away your opponent’s resources and lock in 
a sure win. 

The next ingredient in the recipe is a 
solid creature base—typically a dozen or so 
creatures in addition to the Gnomes and 
Tradewind Rider. This is where the decks 
start to diverge. You want a mix of creatures 
that can be cast on turn two, along with 
larger ones that can stand up to an oppo- 
nent’s creatures and form a powerful 
offense. Creatures that can be sacrificed to 
power a special ability or otherwise kill 
themselves off are good, such as Blood Pet 
and Dauthi Mindripper; so are creatures 
that can put other creatures into your 
graveyard, like Rats of Rath. Skyshroud 
Vampire is a good choice for the “muscle” 
part of the creature selection because it can 
help fill your graveyard with creatures prior 
to casting Living Death. Our sample deck, 
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however, includes Mawcor and Kezzerdrix 
instead—Mawcor for its usefulness against 
creatures with shadow, and Kezzerdrix for 
sheer brutality. For the black/blue/white ver- 
sions, Staunch Defenders is hard to beat as a 
muscle card because it gives you both a large 
creature and another life boost. 

The last few spell slots are for messing with 
the opponent. Almost every Dancing Gnomes 
deck includes four Lobotomies, which can be 
devastating against another combination- 
based deck; it’s also one of the very best ways to 
stop an opponent who's using buyback spells. 
Lobotomy meshes well with Tradewind Rider, 
since you can return a card to your opponent’s 
hand and then Lobotomy away all copies of it. 
Some versions of the deck also include Coun- 
terspell or Power Sink, but a surprisingly high 
number of them get by with no countermagic 
at all. The black/blue/white versions add Dis- 
enchant and the “Disenchant with wings,” 
Cloudchaser Eagle. Some players also include 
Altar of Dementia, which can either mill your 
own cards into the graveyard to set up Living 
Death, or finish off your opponent via library 
depletion when you find yourself facing 
another Dancing Gnomes combination. 

The one thing a deck based on buyback 
doesn’t want is to run short of mana, so go 
heavy on land—24 is typical. Most players 
include Rootwater Depths, but some of the 
two-color versions stick with basic lands to 
avoid vulnerability to Wasteland. For three- 
color versions, dual lands are a necessity; four 
each of Rootwater Depths, Thalakos Low- 
lands, Salt Flats, and Reflecting Pool are 
pretty standard. 


SHUT UP AND DANCE 

As we mentioned earlier, Dancing Gnomes 
decks combine elements of control with a 
creature-based strategy. If you're facing a fast 
deck, your early-game strategy consists 
mostly of hanging on by your fingernails, try- 
ing to keep the initial creature rush from 
wiping you out. You usually need either Bot- 
tle Gnomes or Intuition (which promptly 
gets you Bottle Gnomes) to survive; you 
don’t have enough small creatures to trade 
them one-for-one with your opponent. If you 
survive to the critical five-mana mark, you 


will hopefully have drawn Living Death. If 
not, you should at least have Tradewind 
Rider or one of your five-mana creatures. 
Any of these can turn the game around. In an 
ideal game, you'll get to Intuition twice— 
once for Bottle Gnomes and then again for 
Tradewind Rider on the turn after you cast 
the Gnomes—then cast Living Death and 
sacrifice the Gnomes in response. Against 
black or white hordes, this clears away the 
opposing army, leaving you in control. Red 
hordes, unfortunately, generally include crea- 
tures that have ways to kill themselves or 
each other, so you may find yourself facing 
just as many creatures after Living Death as 
before. Once you cast it, though, you'll have 
an army of your own, and you'll almost be at 
the point where you can start casting Corpse 
Dance with buyback. 

You can take the offensive against a slow 
deck. You may not have much in the way of 
fast creatures, but even 1 or 2 damage per turn 
adds up fast if your opponent has nothing to 
stop it. Keep your opponent busy putting your 
creatures in the graveyard while you build up 
your mana supply. In this situation, your first 
Intuition is usually best spent on Tradewind 
Rider. Against a creatureless or creature-poor 
opponent, Living Death with a well-stocked 
graveyard usually means endgame. You'll also 
win some duels through a straightforward 
creature rush. 

Against either type of deck, if you can’t win 
quickly with a direct-attack strategy, switch to 
control. Sit back and play defensively, trying 
to get Tradewind Rider and two other crea- 
tures in play. Once you get the necessary 
ingredients, you can start returning a high- 
cost creature or a land to your opponent's 
hand at the end of each turn, slowing his or 
her development while yours continues 
unchecked. If you get the Gnomes—Corpse 
Dance combination, return the Gnomes dur- 
ing each of your opponent’s turns (during the 
attack if needed for blocking, otherwise in the 
discard phase) and then sacrifice it to gain life. 
This will further prolong things as you work 
toward getting a second ‘Tradewind group out, or 
one Tradewind group with Capsize. Either of 
these arrangements allows you to strip your 
opponent’s side of the table bare of cards, at 
which point your creatures can crush anyone 

stubborn enough not to concede. & 


To this day BethMo denies her Prom date was a 
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S battle. Winning battles isa . 
broad and detailed topic i 
The Art of War, so | will focu 


first on offense, although it 


ENLIGHSENED TUTOR 


by Robert Hahn 


Of Magic: 
Part Three 


Offense—The First Key to Victory 


he simplest definition of offense is “the part of one’s strategy that leads to vic- 


tory.” For this discussion, I will break down offense into three broad categories: 
aggressive (“aggro”), tactical, and strategic. Aggro offense overwhelms the 


opponent as quickly as possible—speed and force are the two most important 


concepts. Tactical offense neutralizes the opponent’s offense and defense, while 


striking at vulnerabilities—battlefield control and formation are key. I will discuss 
these two strategies here and defer strategic offense to the next installment. 


THE ART OF FORCE 

When the speed of rushing water reaches the 
point where it can move boulders, this is the 
force of momentum. When the speed of a 
hawk 1s such that it can strike and kill, this is 
precision. So it is with skillful warriors— 
their force is swift, their precision 1s close. 
Their force is like drawing a catapult, their 
precision 1s like releasing the trigger. 

—Sun Tzu, The Art of War 


Aggro offense emphasizes a fast, 
relentless attack that overwhelms your 
opponent despite his or her best 
efforts. Defense gets little to no atten- 
tion; the goal is to win before you lose. 
The archetype Standard aggro deck is 
mono-red Sligh with fast weenies and a 
load of burn. Others that follow the 
model include black weenie and Pros- 
Bloom decks. 

The important principles for an aggro 
offense are speed and force. I discussed 
speed in part two, and I believe most 
competitive Magic players understand its 
importance. If you do not strike before 
your opponent’s defenses are set, you will 
probably lose. The principle of force, 


however, bears examination. Wang Xi, a 
commentator on The Art of War, defined 
force as “shifts in the accumulated energy 
or momentum.” For an aggro offense to 
work, speed alone is not sufficient; it must 
be combined with relentless momentum, 
forcing an opponent’s defense to fold 
before the onslaught. 

For example, with a good draw, a 
Sligh deck can play Jackal Pup on turn 
one, Ironclaw Orcs the next turn, and 
Ball Lightning on turn three, for a total 
of 12 damage. Its speed is astonishing, 
but more important is how it builds 
offensive momentum from the very 
start. A black weenie deck, which also 
follows the aggro offense model, might 
play a first-turn Sarcomancy, second- 
turn Fallen Askari, and third-turn Sewer 
Rats plus Bad Moon. The total damage 
is only 8, but the momentum clearly 
exists here as well. Such a buildup of 
offensive energy forces your opponent 
into a defensive posture from the begin- 
ning. Instead of playing a creature on 
turn two, he or she might have to pause 
to remove an attacker or somehow blunt 
the force of the attack. 


Suppose you are playing a mono-red 
Sligh deck against a black weenie deck, 
which answers your first-turn Jackal Pup 
with a first-turn Sewer Rats. On turn 
two, you can attack with the Pup and play 
Ironclaw Orcs, play the Orcs without 
attacking, or Kindle the Rats and attack. 
The first and third options both can deal 
2 damage to your opponent and maintain 
offensive impetus, while the second 
option only blunts the force of your 
opponent’s attack. The first option is 
superior to the third because it results in 
greater offensive momentum. If your 
opponent blocks with the Rats, you end 
up with one permanent damage source— 
the same as with option three. If he or she 
doesn’t block, you end up with two per- 
manent damage sources. In either case, 
you reserve the direct damage for future 
use—to deal 2 extra damage to your 
opponent or to remove a more dangerous 
blocker, such as a Black Knight. 

However, we are all familiar with 
swings in Magic. Your opponent could 
suddenly remove all your attackers with 
an Earthquake or play a Nekrataal, to 
shift momentum away from you. What to 
do then? Sun Tzu advises adaptation. He 
writes, “In battle, confrontation is done 
directly, victory is gained by surprise.” 
What does this mean for us? 

In my view, adaptation means the 
necessity for multiple channels of attack. 
Direct confrontation is one: play a crea- 
ture, announce its threat, and await a 
response. This threat/challenge is impor- 
tant to maintaining the offensive 
momentum—to a point. Focusing on a 
single channel of attack can be effective if 
it is fast enough, but unless your oppo- 
nent is incompetent, you must expect that 
confrontation alone will not suffice. The 
creature-based offense in a Sligh deck 
will be stopped eventually. But a Sligh 
deck whose creatures have stalled simply 
switches over to burn, whether to remove 
blockers or to inflict damage on the 
opponent. If burn is somehow stopped, 
the deck can switch again to artifact- 
based damage using Cursed Scroll. 

In addition, the element of surprise is 
extremely important to an aggro offense 


deck. Many times, when people lose to a 
Sligh deck, it comes as a shock. “But I 
was at 15!” is a common exclamation 
from a player who stabilized the creature 
attack only to be Incinerated twice, shot 
with a Mogg Fanatic, and Fireblasted 
twice. Often, players simply don’t expect 
a Ball Lightning and count it as a mis- 
take on their part; but without the ele- 
ment of surprise, that mistake could not 
be exploited. Other aggro offense decks 
also feature surprises that transform a 
head-on attack into a deadly stratagem. 
For example, Bad Moon turns a direct 
confrontation of equal forces into an 
unexpected assault by superior creatures. 
Empyrial Armor transforms the 
expected 2 damage from a Soltari Priest 
into something completely abusive—and 
very often surprising. 

The point Sun Tzu stresses is that mix- 
ing different avenues of attack must hap- 
pen seamlessly and quickly so the initial 
momentum is never lost, but merely redi- 
rected. Doing the unexpected is usually 
the result not of complete surprise but of 
timing. Your opponent might well expect 
both creatures and burn from a Sligh 
deck—in fact, both are obvious. The 
problem is when to expect creatures or 
burn and when to expect both. 
It is this cycle of adaptation that 
plays on the continual flow 
of aggressive momentum to 
create a relentless 
pressure of force. 
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THE ART OF POSITIONING 

In ancient times skillful warriors first made 
themselves invincible, and then watched for 
vulnerability in their opponents. Invincibil- 


ity is in oneself, vulnerability 1s in the oppo- 
nent. Therefore skillful warriors are able to 
be invincible, but they cannot cause oppo- 
nents to be vulnerable. That 1s why tt 1s said 
that victory can be discerned but not manu- 
factured. Invincibility 1s a matter of defense, 
vulnerability is a matter of attack. 
—Sun Tzu, The Art of War 


Tactical offense seeks to exploit an 
opponent’s aggression, and is therefore a 
controlled form of attack that strikes at 
the opponent not by going for the throat 
but by cutting off the arms. The focus is 
on neutralizing the opponent’s military 
might and taking advantage of his or her 
vulnerability, rather than bringing down 
the citadel walls. Thus, tactical offense 
relies on battlefield superiority—in other 
words, superior positioning. 

When two armies square off against 
each other, the formation each adopts 
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reflects the relative strength of its posi- 
tion against the other. For example, an 
army on higher ground is in a superior 
position to one on lower ground. An 
army with fortifications has superior 
position over one without. As Sun Tzu 
states above, invincibility is a matter of 
defense while vulnerability is a matter of 
attack. An important corollary to this 
principle comes from the commentator 


Du Mu: “The inscrutable win; the obvi- 
ous lose.” Let’s begin with an example 
since the concepts are a bit slippery. 

Suppose I have a Five-Color Black 
(5CB) deck and my opponent has a 
mono-red Sligh (an aggro offense deck). I 
have a Black Knight on the table and 
four mana available, with Incinerate and 
another Black Knight in hand. My 
opponent has a Mogg Fanatic and Iron- 
claw Orcs in play, three mana, and two 
cards in hand. Am I invincible? In my 
judgment, yes: I have creature superior- 
ity on the board (my first-striking Black 
Knight is superior to both red creatures) 
and my inner condition (cards in hand) 
is difficult to assess. My opponent’s 
inner condition is easier to assess 
because the player has two cards in hand 
and I know how that deck works—it 
either burns or plays creatures. 

In this case, I would attack because my 
opponent’s choice is to lose 2 life or a 
creature—which interrupts that deck’s 
offensive rhythm. If he or she Incinerates 
the Black Knight, I have deflected 3 
damage away from me; I simply play the 
other Black Knight to reestablish battle- 
field superiority. If my opponent attempts 
a surprise attack, such as playing a Ball 
Lightning after killing my blocking Black 
Knight with an Incinerate, I can Inciner- 
ate the Ball Lightning, thus deflecting 9 
damage away from me and maintaining 
creature superiority in the remaining 


Knight. At this point we both have no 
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cards in hand, but I maintain board con- 
trol until the situation changes. My 
opponent’s position on the battlefield is 
inferior to mine and he or she is vulnera- 
ble to my attack because the Sligh deck is so 
committed to offense. 

However, note how this simple exam- 
ple also illustrates Sun Tzu’s principle 
that vulnerability is a matter of attack. By 
attacking with my Black Knight, I have 
opened up a gap for incoming creatures. 
If I had not attacked, but instead chose 
to cast the other Black Knight as well, 


my. vulnerability would have decreased 
even further—I would have two first- 


striking blockers on the table and an 
Incinerate in hand. 

Let us go further. Because of luck, in 
Magic it’s not always the case that the 
inscrutable win while the obvious lose. 
However, multicolor decks generally have 
an advantage over mono-color decks 
because their inner condition (available 
strategies to protect position and/or take 
advantage of vulnerabilities) is more diffi- 
cult to assess. For example, a 5CB deck 
can 187 a Cursed Scroll with an Uktabi 
Orangutan or Disenchant a Propaganda, 
whereas mono-black decks cannot. That 
small difference between knowing what 
to expect (and when) and making an edu- 
cated guess (at best) creates an inferior 
position for the mono-black deck and a 
superior one for the 5CB deck. 

Superior positioning succeeds and 
inferior positioning fails. The most 
important feature in a tactical offense 
deck is flexibility—both to establish a 
superior tactical position and to take 
advantage of vulnerabilities. The tradeoff 
for flexibility is power, speed, and the 
ability to focus force like an aggro 
offense. Finding the correct balance 
between offense and defense while incor- 
porating flexibility into deck design is the 
true challenge. One misstep can decide 
the battle. 

For example, the 5CB deck focuses 


on creature superiority and creature 


control as the primary means to estab- 
lish battlefield superiority. However, it’s 
unlikely that 5CB can gain any superior 
position against a firmly defensive deck 
with multiple Propagandas, Winter 
Orbs, Armageddons, Wraths of God, 
and countermagic. Such a deck relies on 
strategic offense (which I will discuss in 
the next installment). The outcome is 
almost a foregone conclusion because 
while superior creatures and creature 
control can dominate the field of battle, 
that isn’t where the fight will take place. A 
well-prepared and truly flexible 5CB 
deck with numerous Disenchants and 
Uktabi Orangutans may have a chance, 
but since your opponent will not attack 
and open a window of vulnerability, the 
5CB deck must attack—making itself 
vulnerable. This battle is a matter of 
luck, not strategy, and one mistake (e.g., 
Disenchanting the wrong permanent) 
could mean a slow but certain defeat. 
You can only hope your sideboard is 
prepared for such a situation. 

Tactical offense, then, requires a well- 
made deck and sideboard that takes 
every advantage of its greater flexibility 
to establish battlefield control. It cannot 
be obvious, but it also cannot be anemic. 
Too much defense might mean being 
unable to exploit tactical advantage in 
time, but too much offense almost always 
means losing that advantage in the first 
place. However, with the correct balance, 
the flexibility of available responses and 
actions render this form of offense truly 
potent because you can draw out oppo- 
nents and counterstrike viciously. 


CONCLUSION 

Offense and defense are related like yin 
and yang—where one is strong, the 
other must be weak in an ebb and flow 
of force, momentum, and formation. As 
in actual warfare, the interplay between 
offense and defense in Magic constantly 
shifts from frontal assault to surprise 
attacks to defensive maneuvers to trap 
the enemy. Understanding the advan- 
tages and disadvantages of each particu- 
lar style will lead to a more complete 
mastery of the battlefield and, therefore, 
of your opponent. & 


Rob Hahn 1s master of his own domain. 
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Unless you have an infinite 
amount of time, you won’t 
be able to playtest every 
deck idea you dream up or 
write down on paper. Plus, 
many initial ideas result in 
subpar, unworkable, or just 
plain silly decks. This kind of 
brainstorming is perfectly 
fine and a healthy part of 
good playtesting, but how 
do you weed out bad ideas 


so the good ones can thrive? 
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inus Pauling once said, “The way to 


get lots of good ideas is to get lots of 

ideas and throw the bad ones away.” 

Of course, the tricky part is identifying 

the bad ideas. Judging the effective- 
ness of a deck on paper is not an easy task, 
even for experienced players. To help 
make this task less difficult, let’s look at 
five pitfalls your initial ideas must avoid 
to make the cut from paper decks to 
playtest decks: mana problems, lack of 
focus, excess cards, vulnerability to com- 
mon “hoser” cards, and subpar cards. 


In every “Deck Clinic,” both Henry and 
Charlie invariably correct the patient’s 
mana configuration. Mana is the great 
bugaboo in Magic because it lays the 
foundation of every deck. Quite simply, a 
deck’s mana must adequately support its 
spells or the deck won't work. If the deck 
plays poorly, there may be a problem in 
the mana mix or the casting requirements of 


by Eric Tam : 


the spells. Below are three problem areas 
you may find in your paper decks. 

Despite the 
plethora of strategy books, magazines, 


Not enough mana: 


and Internet newsgroups, even the most 
experienced players still run decks short 
on mana sources. Last issue’s article cov- 
ered this topic in depth, but here are a few 
quick rules of thumb. Truly fast swarm 
decks with 0 and 1 casting cost spells can 
use as few as 15 mana sources. Decks cen- 
tered around 1-2 cost spells can use as 
few as 18 mana sources, although 20 is 
preferable. Decks with an average casting 
cost of 3 mana need at least 23 mana 
sources. Slow decks that need 4 mana to 
operate, or that depend heavily on cards 
with activation or buyback costs, should 
use 25 or more mana sources. 

Excess color-intensive mana: Some 
spell combinations won't work in Stan- 
dard environments due to mana require- 
ments. The spells that cause the most 
problems are early-game cards that 
require two colored mana to cast, such as 
Counterspell, White Knight, Orcish 
Artillery, and Dauthi Slayer. If your deck 
depends heavily on using one of these 
spells early, limit the number of early- 
game spells in other colors unless you're 
using painless multicolored mana sources. 

For example, a player with a red/white 
Tempest constructed deck will find it 
nearly impossible to follow a first-turn 
Jackal Pup with a second-turn Soltari 
Priest. By using incompatible combina- 
tions, players invite mana problems and 
effectively increase the casting costs of 
their spells. After the Jackal Pup, the 
red/white player will probably not be able to 
cast the Priest until the third or fourth 
turn, essentially raising its casting cost to 
3 or 4. 

Late-game spells with color-intensive 
mana requirements also mix very poorly. 
A Standard Necro-Overrun deck will not 
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succeed because the deck needs upwards of 
35 mana sources to play its two main spells 
consistently. Such a configuration would 
not leave much room for creatures or any- 
thing else. 

Painful side effects: Suffering ugly side 
effects from tapping mana sources is a 
good indication that your deck uses too 
many colors or too many disparate color- 
intensive spells. If more than 25 percent of 
your mana sources consist of City of Brass, 
Undiscovered Paradise, Gemstone Mine, 
or pain lands, you might want to lower 


your colored-mana requirements to use 


cleaner mana sources. Notable exceptions 
to this rule are certain combination decks, 
such as TurboStasis and the growing fam- 
ily of Five-Color decks. These decks have 
complex mana structures and require seri- 
ous study to discover optimal numbers of 
pain lands (still a fairly limited number). 


OUT OF FOCUS 

Every deck should “do something.” That 
is, each deck needs an objective you can 
describe in a sentence or two. For example, 
an objective might be “to summon incredi- 
bly fast, medium-sized creatures with 
some drawbacks, and lock the game with 
Winter Orb’; or “to control the game with 
countermagic, random discard, white 
board control, and card drawing”; or “to 
keep Stasis in play forever.” 

There are two signs of trouble at this 
stage. First, if you can’t form a clear objec- 
tive for your deck you probably need to 
focus more or rethink the deck’s founda- 
tion. A second problem arises when a 
deck’s objective doesn’t lead to winning sit- 
uations. For example, “destroy every one of 
my opponent’s artifacts and enchant- 
ments” or “summon high-toughness crea- 
tures and give them all regeneration” will 
not readily lead to victory in the Standard 
environment. 

Determining if your deck lacks game 
impact is a little trickier because it takes 
some experience to understand which con- 
cepts are most important to winning in 
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different environments. Here’s an oversim- 
plified but convenient test of effectiveness: 
an effective deck will strive to kill its oppo- 
nent quickly with a focused attack or card 
combination, and/or attempt to gain con- 
trol of some resource or aspect of the game to 
ensure victory. You should rethink any 
competitive deck that doesn’t attempt to 
fulfill at least one of these roles. 


LEAN AND MEAN 

To increase the chances of drawing your 
best cards and to avoid diluting your deck, 
stay as close as possible to the minimum 


oe a — — 5 


deck size. Almost all constructed decks in 


high-level competition contain 60 or 61 
cards. If a decklist includes more than 62 
cards, the deck probably lacks focus, is trying 
to do too much, or has not yet been ade- 
quately tuned. Go back to the list and 
focus the concept better or trim some 
unnecessary fat. 


DON’T GET HOSED 

When you design a competitive deck, be 
aware of vulnerabilities to the most com- 
mon cards or tactics in the environment. 
Any deck with a gaping weakness to a 
common hoser is unsuitable for that envi- 
ronment. For example, due to Cursed 
Scroll you shouldn't build a Tempest con- 
structed deck that has no way to deal with 
artifacts and relies on creatures with a 
toughness of 2 or less. Although you can 
compensate for vulnerabilities with a 
focused sideboard, a common threat may 
require you to put sideboard cards in the 
main deck or to completely rethink the 
deck idea. 


PAR FOR THE COURSE 

A deck will play poorly if it uses subpar 
cards. This may sound simple, but card 
quality is always harder to judge than most 
players think. One sign of a subpar card is 
that it is more expensive or less versatile 
than comparable cards in the environment. 
For example, except for color considera- 
tions, Disenchant is far better for artifact 


removal than Shatter, which in turn is better 
than Verdigris. Using subpar cards is usu- 
ally the result of poor card selection, a fatal 
flaw in deck conception, or overkill. 

A player with a green/white deck who 


uses Verdigris instead of Disenchant has 


simply demonstrated poor card selection. 
The solution is easy and obvious: replace 
the inferior card. More commonly, though, 
you wont be able to use the superior card 
because of mana considerations; a mono- 
green deck has to settle for Verdigris. Gen- 
erally, if the bad card is necessary, the 
problem is a major flaw in the deck and the 
subpar card is a bandage solution. 

You are better off building decks that 
don’t depend on Band—Aids. For example, 
if your mono-green Tempest swarm deck 
needs Verdigris to take care of Cursed 
Scroll, alter the deck to provide better 
options for artifact removal (add red or 
white), or rebuild the deck so Cursed 
Scroll doesn’t hurt you (use creatures with 
higher toughness or make the deck so fast 
your opponents won't have a chance to use 
Cursed Scroll). 

Finally, subpar cards may indicate you're 
overfocusing. Even in Magic there is such 
a thing as overkill. Just because your deck’s 
objective is to kill with direct damage, you 
don’t need every direct damage card in the 
set. Adding four Thunderbolts to a deck 
with four Kindles, four Incinerates, four 
Fireblasts, and four Hammers of Bogardan 
is probably pushing the line; and you'll cer- 
tainly cross that line if you also add Sud- 
den Impact and Rolling Thunder. If you 
find yourself using inferior cards just to 
expand on the theme, it might be a good 
idea to stop adding to that theme and start 
making the deck more flexible. 


MOVING ON 

Although it is impossible for theory to 
completely replace the work and dedica- 
tion of playtesting a deck, some basic 
knowledge about which decks are more 
likely to succeed can save you a lot of time 
and make you a better deck builder. With 
experience, practicing this theory will 
become much easier. In fact, a good defini- 
tion of experience might be, “the ability to 
separate the bad from the good.” @ 


Eric Tam can separate a deck into two piles 
alongside the best players in the game (it’s 
called shuffling). 
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from the golden age of myth into the world of trading card 


za . 
G “@, Xena: Warrior Princess is about to venture forth 
i / . 


games. As Xenites know, the world Xena inhabits is loosely 


AL fol 
‘ 4 / based on ancient Greek history and mythology. Xena and her 
\ >. S07 trusty sidekick Gabrielle might encounter Hippocrates and 
b za y Ulysses one week, then Julius Caesar, Goliath, or even Santa 
y Claus (er, “Senticles”) the next. Xena dwells in a fantastic realm 


of warlords and heroes where centaurs, giants, and harpies 
abound and the Greek gods take an active part in the daily affairs of mor- 
tals. The Xena: Warrior Princess TCG design team worked hard to reflect 
this mythical grab bag with cards representing the events, locations, and 


characters encountered by Xena and her allies. 

| —_ Academy of the Performing Bards 
i Xena is an ARC System game, like the recently released 
we C*23 TCG. This means it was designed with a wide audi- 
ence in mind— Xena fans with no gaming experience should 
be able to enjoy this game. The basic structure of ARC System 
gameplay is similar to Magic: The Gathering. Certain cards repre- 
sent characters (analogous to Magic creatures) that fight for you, and others 
represent the actions these characters take. Unlike Magic, however, there 
are no complex timing rules. The power and toughness of each character is 
combined into a single number which dramatically simplifies combat, and 
great care has been taken to avoid confusing contradictions between card 
text and the rules. Beginners can even avoid the headaches of deckbuilding 
by picking up one of six semi-random preconstructed theme decks. Best of 
all, the Xena rules fit on a single sheet of paper—new players should be able 

to read the sheet and be on the road to Amphipolis within half an hour. 


Been There, Done That 


Xena: Warrior Princess is simpler (on the surface) than most TCGs 
on the market. But don’t fear, regular Due/ist readers, because 
more experienced players will definitely get a kick out of Xena. 
There are four card types: resources (which function like 
Magic’s basic lands), characters, actions (similar to sorceries), 
and combat cards. Combat cards are a bit like Magic instants, 
but they are played only during character combat: first the 
defender gets a chance to play a combat card, then the attacker. 
Going second is usually an advantage, since it allows you to 
react to what your opponent has done. This system gives the 
advantage to the attacker, which helps keep the game as aggressive 
and fast-paced as its heroine. 
One major difference between Xena and Magic is that the Xena 
TCG doesn’t involve life totals. Instead, successful attacks force players 
to discard from their decks. When your opponent runs out of cards, you 
win (as in Star Wars and BattleTech). To play Xena you only need a deck, 


so leave your beads, peanuts, and dinars at home. 
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Xena cards come in three 
colors rather than five (as in 
Magic). Blue is the color of 
mystic and divine power and 
includes mythical creatures, 
characters with supernatural 
> powers, magical actions, and 
the various gods and goddesses. Green is 
the color of villagers and peasants, non- 
magical _ beasts, individuals 
(including Xena), and clever combat 


heroic 


tricks. Red is the color of money and 
worldly power—soldiers, warlords, mer- 
chants, and mercenaries are all found in 
red, as are cards that represent military 
tactics and large-scale attacks. 


Ties that Bind 

Xena is compatible with all other ARC 
System games. As new games come out, 
anyone who has already played an ARC 
System game should know how to play 
the new one—the basic rules remain the 
same whether youre fighting Amazons 
or Angelans. The flavor of the various 
games will be different, of course, and 
each game has special card abilities that 
no other ARC System games have. For 
example, C*23 has counterspell-analogs 
and characters that “bounce back” to your 
hand rather than the discard pile. Xena 
has characters that are completely 
unblockable, and others that can be 
played not by tapping resources, but by 
sacrificing another character. This often 
enables you to play powerful characters 
early in the game. 


Sins of the Past 
Although Xena is easy to learn and play, 
it wasn’t so easy to create; many of the 
same elements that make it simple 
for players made it harder for 
designers. The team worked hard to 
avoid hidden timing steps and con- 
tradictory card powers, and strug- 
gled to create card text that would 
not be ambiguous or sound like 
legalese. the 
power level of the cards was tricky, as 


relative 


Balancing 


characters with a single number for 


iviyiytytyiytyiytytyiyiytytylylyiylytylylylylytylylylylyn 


both power and toughness meant less fine 
tuning was possible. Instead, the design 
team made use of a host of other tricks, 
such as minor deployment effects that 
slightly increase or decrease a character's 
power level—damaging an opponent 
upon entering play or entering play 
tapped, for example. 

Major characters from the show per- 
meate the game with combat cards like 
Chakram Strike and action cards like 
Gabrielle Misleads and Ares’s Wrath. 
Individual cards represent the main char- 
acters, of course. The designers made 
sure to balance those cards carefully so 
that many of them are strong enough to 
be played in competitive decks, but 
none are so powerful that every good 
deck has to have several copies of Xena 
and Gabrielle. Among the best playtest 
decks, several contained at least one or 
more of the main characters, but many 
didn’t include any of them. 


When in Rome 


Okay, so you've bought some Xena cards 
and you're looking for tips on how to 
start. Experienced TCG players should 
remember to go easy on newcomers at 
first. This is good etiquette for any game, 
but it’s doubly important for one like 
Xena which will attract many people new 
to TCGs. Magic knowledge will prove 
valuable, but don’t assume that just 
because something works well in Magic 
that the same will hold true for Xena. 
For example, damaging your opponent 
directly with a spell is generally mis- 
guided in Magic, but you can build very 
competitive decks around this theme in 
Xena. High-cost spells and creatures may 
not be practical in the best Magic 
. decks, but many high-cost cards in 
/ Xena will find their way into the 
top decks. “Regrowing” cards from 
your discard pile also works better 
in Xena, since your opponent is 
dumping cards into that pile with 
every attack. 

Xena characters don't suffer 
from summoning sickness—why 


slow down the game? If neither deck has 
walls, both players may find it best to 


attack aggressively and to avoid blocking. 
The alternative is to risk falling behind in ' 


the damage race. In general, it’s better to 
attack than to block in Xena. You must 
also be able to play the cards in your hand 
quickly, which means plenty of resources 
are a definite must—probably 15 to 18 


for most 40-card decks (the standard — 


deck size). 

The basic way to win is by 
damaging your opponent with 
character attacks. You might 
decide to use the aforemen- 
tioned unblockable characters 
or those with high power. Per- 
haps you'll choose to use lots of 
small characters pumped up by 
combat cards like Frying Pan 


Assault or Caesar’s Banner 


(especially useful for getting 


past walls). Any deck that can’t dish out ' 


reams of damage quickly—such as a deck _ 


built around a small number of unblock- — 


able characters—needs to be ready for 
decks that can. Walls or defensive combat 


cards like Tied to the Altar can be a big — 


help in this instance. 


You can also forge a path to victory by — 


forcing your opponent to discard. Make 
effective use of Cavalry Strike and 
Flaming Arrows if following this route. 
Destroy your opponent’s resources, char- 


acters, or cards in hand with Burned to | 


the Ground, Ares’s Wrath, and Furies’ 
Madness. Other cards combine these — 
effects, such as the various archer cards ¢ 


that damage your opponent when they 


come into play, or the Horde Squad tha t 


destroys one of your opponent's 
resources. Get creative—keep trying dif- 
ferent ideas and strategies and you're sure 


to come up with plenty of interesting 
decks for casual play and frightening 
decks for more competitive games. The 
battle for the ancient world has begun! 


Robert Gutschera has been charged and tried on 
eight counts of Frying Pan Assault. Next 
issue, the results of that trial. 
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Couple of 


hese decks should get you started. The first, Swarm 

Assault, features lots of characters backed up by com- 

bat cards to overwhelm your opponent with fast dam- 
age, especially if your opponent doesn’t get out blockers early 
on. Play Xena Leads the Troops or To the Last Breath with 
several characters in play to pump up the hurt. If your oppo- 
nent does play blockers, smash them over the head with Fry- 
ing Pan Assault or throw Raw Squid in their faces. 

The second deck, Pain Delay, waits behind its walls until it 
can get out an unblockable character—all of this deck’s char- 
acters are either blockers or unblockable attackers. Find the 
cards you need with Dagger of Helios, play Gate Guards and 
Temple Guards as blockers, and bludgeon your opponent 
with an unblockable character. A splash of red is included for 
direct damage. Save the red cards (Flaming Arrows and Army 
of Ares) to finish off your opponent. —R.G. 


. a ty 
~ ayrr Aeeorilt 
swarm Assault | 


1 Aid from Gabrielle 1 Aid from Autolycus 


3 Apprentice Swordsman 
2 Celtic Warrior 

1 Chakram Strike 

2 Frying Pan Assault 

1 Gabrielle Misleads 

3 Greek Fighter 

17 Green resources (any type) 
1 Hammer Lock 

1 Horde Leader 

1 Jolly Ol’ Toymaker 

1 Lynch Mob 

1 Raw Squid 

1 To the Last Breath 

2 Village Tough 


2 Ares’s Wrath 

1 Army of Ares 

1 Banshees 

12 Blue resources (any type) 
2 Dagger of Helios 

2 Flaming Arrows 

2 Gate Guards 

3 Little Baby Godling 

1 Pacified 

1 Priest of Dahak 

6 Red resources (any type) 
1 Spike Trap 

2 Temple Guards 

3 Temple Infiltrator 


1 Xena Leads the Troops 
1 Xena, Warrior Princess 
(substitute Gabrielle if necessary) 
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Cards are listed by number and are grouped together by color. 
C=common, U=uncommon, R=rare, and F-fixed. 


- PR 


Ares 


1. Gift of the Gods Action Cc Blue 

2. Looking for Wounds Action Cc Blue 

3. Divination — Action c Blue 

4. Lizard Warriors Character Cc Blue 

5. Dastardly Assassin Character Cc Blue 

6. Ares’s Wrath Action Cc Blue 

7. Dagger of Helios Action Cc Blue 

8. Furies’ Madness Action Cc Blue 

9. Gate Guard Character Cc Blue 

10. Bevy of Virgins Character Cc Blue 

[| 41. Priest of Morpheus Character Cc Blue 
12. Delphian Seer Character Cc Blue 

13. Temple Infiltrator Character Cc Blue 

{)° 14. Traveling Priest Character Cc Blue 
{} 415. Temple Guards Character Cc Blue 
[|] 16. Little Baby Godling Character Cc Blue 
(| 17. Ares’s Soldiers Character Cc Blue 
(| 18. Priest of the Furies Character Cc Blue 

* (1) 19. Major Jealousy Rage Combat Cc Blue 
{J}. 20. Mischief Combat Cc Blue 
_ (J. 21. Tied to the Altar Combat (eo Blue 
©) 22. Altar Sacrifice Action U Blue 
[| 23. Liaison with Ares Action U Blue 
'() 24. Cursed to Wander Action U Blue 
“{|) 25. Path of Morpheus Action U Blue 
| 26. Cupid’s Arrows Action U Blue 
“(| 27. Charon’s Tour Action U Blue 
[| 28. Enforced Peace Action U Blue 
(| 29. Poseidon’s Whirlpool Action U Blue 
iJ . Priest of Esclepius Character U Blue 

. Prometheus Bound Action U Blue 

. Driven Hard by the Furies Action U Blue 

. Mystic Priest Character U Blue 

. Undead Warrior Character U Blue 

. Banshees Character U Blue 

. Protege of Ares Character U Blue 

7. Priests of Dahak Character U Blue 
Aphrodite’s Bell Combat ou Blue 

. Confession Action R Blue 

. Whim of the Fates Action R Blue 

. Poseidon’s Offer Action R Blue 

. Possession Action R. Blue 

. Weapon of the Gods Action R Blue 

. Releasing the Titans Action : R Blue 

. Ghostly Messenger Character R Blue 

. Aphrodite : Character R Blue 

. Elite Temple Guard Character R Blue 

. The Furies — Character R Blue 
Cupid _ Character R Blue 

Q. Dahak’s Demon _ Character R Blue 

. Angered Titan Character R Blue 

R. Blue 


oF: 
57. c F atar e 
: ae of Ares. Resource ee . Flaming Arrows” Cc. 
59. Temple of Ares / _ Resource F 9. Vigilant Sentries Character C 
60. Giants’ Burial Ground _ Resource F ). Fighter-for-Hire Character C 
61. LeftforDead — - Action — Cc . Untrained Fighter Character sc - 
62. Talented. Physician _ Character (3 Wall Guards Character c 
63. Captured | Action Cc Longbow Archers Character C 
64. Village Toug : _ Character Cc . Chin Mercenary _ Character Cc 
65. Tattooed Fighter _ Character fey Overprotective Father Character _ co 
66. Greek Fighter _ Character c Green . Charismatic Fighter : Character Cc. 
67. Legbreaker s Character Cc Green . Veteran Longbow Archers Character Cc. 
68. Swordsman in Training Character Cc Green 138. Knight of the Pierced Heart Character c 
O 69. Apprentice Swordsman Character Cc Green 139. Horde Squad Character Cc 
70. Eastern Healer Character Cc Green 140. Caesar’s Banner Combat Cc 
71. Witch Hunters _ Character Cc. Green 141. Flying Daggers Combat Cc 
72. Celtic Soldiers — Character Cc Green 142. Xena’s Wrath Action U 
73. Celtic Warrior 2 Character Cc Green 143. Border Dispute Action U 
74. Lynch Mob - Character Cc Green 144. Liquor and Flame! Action U 
75. Horde Leader Character Cc Green 145. Diversionary Tactics Action U 
76. Gallic Slave : Character (o7 Green 146. Spring-Loaded Dagger Action U 
7 Gabby’s Little Stick - Combat — CG Green 147. Swing-Kick Combat U 
78. Frying Pan Assault. Combat c Green 148. Behind Bars Action U 
79. Young Prince ‘Character Cc Green 149. Call the Horde Action U 
80. Chakram Strike ‘Combat Cc Green 150. Spike Trap Character U 
81. Xena Leads the Troops Combat c Green 151. Beauty Contest | Action U 
(} 82. Hammer Lock Action U Green 152. Crossbow Archers Character U 
) 83. Gabrielle Misleads _ Action U Green 153. Extortionist Character U 
84. Cyclops Bully - Character U Green 154. Autolycus’s Boast Combat U 
85. Aid from Gabrielle Action U Green 155. Aid from Autolycus Combat U 
86. Xena’s Bluff Action U Green 156. Shortbow Archers Character U 
. 87, Jolly OP Toymaker Character U Green 157. Alert Longbow Squad Character U 
88. Black Wolves. Character U Green 158. Hired Giant Character U 
89. Fervent Warrior Character U Green 159. Whip the Slaves Action R 
| 90. Expert Swordsman Character U Green 160. War Action R 
: 91. Swashbuckling Swordsman Character U Green 161. Sponsorship Action R 
92. Celtic Queen Character U Green 162. Tossed in Xerxes’s Dungeon! Action R 
| 93. Acrobatic Ninjas Character U Green 163. Take Prisoners Action R 
94. Angered Giant Character U Green 164. Spartan Javelin _ Action R 
0 95. Raw Squid Combat U Green 165. Surrounded! _ Action R 
() 96. Gabrielle’s Orders — - Combat U Green 166. Army of Ares Action R 
(] 97. Xena Brings ’Em Home Combat U Green 167. Trojan Prince Character R 
() 98, Unstoppable Attack Combat U Green 168. Interior Desecrators Character R 
O 99. Fake Chakram : Action R Green 169. Trojan Sergeant Character AR 
. Relaxing Before Battle _ Action. R Green 170. Salmoneus Character R 
‘Corrupt Judge Character R Green 171. Meleager the Mighty Character R 
Argo Character R Green 172. Autolycus King of Thieves Character R 
Rampaging Giant Character R Green 173. Draco Character R 
. Inside Man . _ Character R Green 174. Big Ballista Character R 
. Helen of Troy _ Character R Green 175. The Horde Attacks! Action R 
Beloved King _ Character R- Green 176. Merchant Port Resource E 
. Gabrielle _ Character R Green 177. Castle Resource E 
. Mystic Tutor — oe Character — R Green 178. Bath House Resource Fo 
. Xena, Warrior Princess _ Character R Green 179. Grand Bazaar Resource E 
Strike Team Character R Green 180. Treasure Trove lee 
R 
R 
R 
R 
R 
FE 
oF 
= 
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available at <www.wizards.c uelist_Online/>. 
Overall, the Wizards website has a variety of useful resources. 
2 hive a lot in con inter You can find a product listing and release schedule, a list of con-_ 
that encourage social inte sed ar i : tributing artists, and many links to other sites. Don’t leave it 
: — - without trying some of the fan Web-based games. / 
Social Surfing . Keep in mind the fact that this site does not sponsor “ne 
It has become a regular part o Magic players’ normal day _ discussions about Magic, and has no lists of single-card prices 
to connect to the Internet, up some chat software, and talk or cards for trade. It should primarily be used to find the final 
with people from all over the world. This increases the audience —_ word on Wizards’ policy, a and major events. 
-each player has for his or her ideas so that decks can be tested 
against an endless \ ariety of opposing decks, while those that Goin’ to the Dojo 
e can gain invaluable advice from experi- © The Dojo is a high quality, multipurpose website geared for 
: players interested in tournament competition. When you bring 
up The Dojo’s main page, you will find a list of regular connec- 
tions down the left side aoe a list of special connections down 
the right. The Dojo’s creator, 
Frank Kusumoto — (email: 
-fkusumot@ix.netcom.com), : 
works hard to maintain the site 
and updates it almost daily. 
One of The Dojo’s regular — 
a features is the communications - 
3’ Web Rules center. Here you can access — 
yy : Yi : a ie newsgroups, the “Dojo Talk” a 
h message board, and the 
“DojoChat” online chat room. 
Another regular offering is an — 
extensive list of current tourna 
ment reports covering all types _ 
of tournaments (but mainly — 
oe Standard). The Dojo also keeps 
‘ : extensive archives of older 
disadva ntage. __ tournament reports. Pro ‘Tour 
ailable fee ‘Albouh this Qualifier reports can be found 
ation is official, it is not the first place to find card lists here as well—a oe ti is very useful to a competitive tour- 
wly released expansions. Several other sites post spoiler nament player trying to gain a handle on the metagame. 
The Dojo’s “Best of the Net” section contains selected articles 
from newsgroups and email. Many topics are constantly under 
debate on the Internet and you'll find the important ones here. __ 
Again, extensive archives chronicle exciting discussions from 
the past. 
an find their rankings as well as Players often submit decks to “Ihe Deck Workshop” section — | 
nd Prix, Junior Super Series, and Pro. for advice or simply for listing. Anyone who would like to 
access a list of Pro Tour Qualifiers that expose a deck to a wide audience should consider sending it | 
mber of slots, and contact information. here. “The Deck Workshop” and “Decks to Beat” sections pro- 
features i is a search page for sanctioned _vide strong deck types that developed in tournament competi- 
r search parameters and it will tion. Some players simply copy these decks with few changes. 
This may gain Limited success, but a new deck that consistently 
tive y guaranteed to surface before long. 
presents a rich and varied storyline that weaves That deck the ds its way to the “Decks to Beat” section, and 
_ throughout the Magic oe Stories from Dominia, The  thecyclecontinues, = 
Noted Magic st 


are new to the 


putting yourself at 


tegist Robert Hahn's “War College” can 
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also be found on The Dojo, and you can take part in his discussions on 
important concepts for modern Magic play. Hahn's “Schools of Magic’ col- 
umn for deck building and sideboarding is available as well. 

The Dojo features deck histories, advice for beginners, a sealed-deck gen- 
erator, a ratings calculator, humor, official news, and links to other fine 
Magic-related sites. There are also several special time-sensitive Dojo ofter- 
ings, like the extensive Pro Tour-LA information that was available leading 
up to the event, or the Stronghold prerelease reports and complete spoiler list. 

Every competitive Magic player should take some time and go to The 
Dojo. The Dojo’s only weakness is that it is almost solely focused on compet- 
itive play and might alienate players who enjoy Magic as a mellow pastime. 


LoD 


Another useful site is the Land of Destoguardiana. LoD provides extensive 
information on how Magic can be played over the Internet between players 
that may have never even met. The site has a wealth of information and soft- 
ware available for download. It details the use of Internet Relay Chat (IRC) 
to discus Magic with other players online and to find online opponents, 

The LoD “Tracing Department” posts rumors about upcoming Magic 
expansion sets, so you can find out who told what to whom about new cards, new 
art, and new storylines. As an expansion’s release date approaches, the “Tracing 
Department” lists more and more cards likely to be in it. LoD’s tracing staff 
is always looking for quality submissions: if someone's brother's friend knows 
something about a new Magic card, send that rumor to LoD. The LoD site 
does not, however, concern itself with exten- 
sive tournament information or deck lists. 


Over at Stephen’s Site 

Success at tournament Magic requires a 
sound background in the rules. Stephen 
D’Angelo has kindly managed his compre- 
hensive, up-to-date rulings-summary site for 
quite some time. It contains a card-listing 
page with listings available in various formats. 
D’Angelo is the official rules summary network representative for Magic rul- 
ings, which are divided into a general rulings category and a card-based rul- 
ings category. Both are available in a variety of formats. His site has a wealth 
of other information and links to other Magic-related sites. When a complex 
card interaction or difficult situation needs explanation, look here. 


= Checking Out the Library 
: The Library of Dominia is a huge collection of decks that can be searched in a 
variety of ways. The excellent facilities allow for a search to be performed by 
title, author, category (Five Color Green, Big Blue, etc.), attribute (Standard- 
sagttore legal, creatureless, tournament-winning, etc.), color, or other search parame- 
digi ters defined by the user. Authors can even test their own decks in the 
a Library’s deck-building contests. 


sn fed oot ihe ee 


The Web is Your Mox Oyster 

Mox Perl provides excellent card and spoiler listings, as well as search engines 
for cards and rulings. The extensive listings can be sorted by release, color, 
type, creature ability, creature type, DCI format, and more. The powerful 
search engine can be used to generate customized listings—you can even sort 
by artist. Rules information is also available here. What Mox Perl does best, 
however, is to allow the huge wealth of information to be searched for spe- 
cific rulings. 


Above and Beyond 


Beyond Dominia is a monthly electronic magazine devoted to Masié: This | 


site also has a humor section and links to Magic-related software. Some of — 


Beyond Dominiasi interesting features include its “Sideboard,” which includes a 


rumor section for discussion of the latest Magic dirt and innuendo; a “Strat-_ 
egy Mill” concerning card combinations, tournament tips, general strategies, 
and discussions on new deck ideas; and the “Trading Post” where you can put _ 


cards up for a and find cards you want. 


The Cards and How to Get ’Em 

During the early days of Magic it was difficult to find needed 
cards, but now the Web makes buying and trading simple. Beyond 
Dominia’s “Sideboard,” for example, is a trading post where players 
can post cards wanted and cards for trade. Many similar facilities 
exist, and as long as youre careful, trading Magic cards over the 
Internet is a good way to get hard-to-find cards. Web-based busi- 
nesses like Safecards can not only help you find the cards you need, 


but also insure that the trade comes off as planned. 
To provide complete security for your valuable trades, Safecards 
acts as the arbitrator between players who want to exchange cards. The company 
receives the cards from both parties (certified mail and insurance are avail- 
able), has its experts inspect them, and if the cards are what their owners say 
they are, the trade concludes as intended. If there is anything wrong with 
either of the cards, the merchandise is returned to the owners and the trade is 
canceled. The standard charge for Safecards service is $2 per $100 worth of 
cards traded—nominal, when you consider how much is at risk in an important 
trade. Some store owners use Safecards’ service when conducting large-scale 
trades with its own customers. Auctions, complete box sets, and real-time, 
online price lists are all in the works for 1998. 


When Deck Lists Attack 
Not all of the Web’s many uses for Magic have been viewed positively. Many 


players complain that posting tournament-winning deck lists for public view 


decreases the importance of deck-building skills. Some feel that if tourna- 
ment-winning decks are easily available, inferior players will beat better play- 
ers more often and render Magic more of a game of chance. Faithfully 
copying a deck from a website and playing it in a tournament will teach a 
player a great deal, but it won't teach the whole slate of important skills that 
go along with the leg work of deck design. Cribbing whole deck lists from 
the Web is generally going to result in defeat. 

The best players use online deck lists to get ideas about the Magic 
metagame. If a player can get a good idea of what decks are likely to be in a 
tournament, that player can design a solid deck that will perform well against 
those expected decks. Use the Web as a tool to guide careful deck design and as 
a forum for deck testing, not as a substitute for these. 


Loose Ends 


Just as the Web has extended the way we socialize and do business, it 
has expanded the way we play and think about Magic. Many Magic- 
related websites experience extremely high traffic levels and are begin- 


ning to receive advertising revenue. [he electronic nature of the Web 
allows information to be updated and transmitted rapidly. This is both 


a good fit for Magic's rapidly changing realm and a good way for players 


to stay informed. # 


While simultaneously bartending, fishing, computer programming, and playing 


games, Frank Gilson enjoys the simple life in prosperous, happy Southern California. — 


@Der't Got Burned 


How to Trade 


PAYERS OF EVERY SKILL LEVEL 
Jojo Effect,” and some are civilized, some 
s are downright rude. 

1amed after Frank Kusumoto’s The Magic 
s to the impact that deck lists published on 
ternet have on the tournament scene. Recent major tour- 
ents have seen a preponderance of decks taken directly 
n Frank’s website. As a veteran of the Internet who has been 
personally involved in the development of The Dojo, I'd like to 
offer my biased opinion on the matter. 

What harm comes from copying decks from The Dojo the 
way you might copy a Lithuanian coffee cake recipe from Berter 
Homes and Gardens? I have heard three general complaints: 1) 
deck copying stunts creativity; 2) deck copying is unfair to deck 
innovators, and 3) deck copying bypasses the natural learning 
curve from beginning to advanced player. 


The Ugly, the Bad, and the Good 


The creativity argument is aesthetic at heart. Some people find 
it offensive that others would buy bottled spaghetti sauce when 
they could puree fresh tomatoes and chop basil for the “real 
thing.” They are food purists. Similarly, Magic players who 
spend days and weeks thinking about cards, combinations, and 
effective deck strategies naturally resent players who just copy 
winning decks. They are Magic purists. 

Both types of purists should be respected for their dedication 
to ideals. However, respect should not blind us to practicalities. 
Cranberry and oyster muffins might be completely original, but 
not particularly edible. A three-color Force of Nature—dis- 
card~Armageddon deck also might be completely original, but 
it is guaranteed to lose—a lot. If we can pity the poor player 


who designed this deck, can we blame him or her for copying a 
deck that works? 
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Deck copying is a science as old 
as deck construction. The com- 
plaints about Dojo decks echo 
prior complaints about Inquest 
decks and decks copied from 
Usenet newsgroups. All The Dojo 
changes is the ease of finding and 
copying good decks. Now the 
unwashed masses have access to 


deck technology previously avail- 
able only to the Magic elite who 
were willing to comb through arti- 
cles on various newsgroups and 
websites. Equal opportunity deck 
copying—is that so bad for the 
game? 

This brings me to the topic of 
scrubs wielding big guns. A Pro 
Tour veteran takes an original 
Nature’s Revolt deck to a tourna- 
ment, gets mana-hosed, and loses 
to a nine-year-old punk with a 
Schneider Burn deck copied 
directly from The Dojo. Argh! 
Frustration and anger are understandable, of course. But why 
blame The Dojo? Blame bad luck. It happens. Blame yourself if 
you werent prepared for a deck posted on the Web for all the 
world to copy. Blame the original designer for a brutally effi- 
cient deck. But blaming the nine-year-old kid for not playing 
his Infantry Veteran—Mounted Archers deck, or blaming The 
Magic Dojo for gathering information, seems to take justifiable 
ire too far. 

Furthermore, in the history of scrubs playing copied decks, 
not one has won a major tournament. Unknowns have come 
out of nowhere with copied decks, but they were good players 
who knew the rules and knew how to make the right decisions. 
Play skill does count. I once played an opponent who was using 
a copied Sligh deck. He played a first-turn Mogg Conscript 
and a second-turn Fireslinger. I played a first-turn Birds of Par- 
adise. He didn’t kill the Birds until I had put a 6/6 Maro into 
play, choosing instead to attack with the Fireslinger. He lost 
with his highly tuned deck because he didn’t know what he was 
doing. 

The third complaint arises out of the second. Some say The 
Dojo Effect allows new players to skip the beginner-intermedi- 
ate stage of deck construction wherein you learn about mana 
requirements, card efficiency, open-ended combos, and a hun- 
dred other lessons that elevate your overall game. The concern 
is that players substitute shallow play skills and deck copying 
for hard work and discipline. There may be some truth to this 
charge, and it is a concern for us all in the long run. 

However, there is no evidence to suggest players are some- 
how jumping from beginner directly to Pro Tour finalist 
thanks to deck copying. Magic still remains a difficult game 
to learn with its timing rules, card interactions, and errata. 
Plus, tuning a deck is an extraordinarily difficult skill to mas- 
ter. Tweak one part of a Dojo deck and you upset the careful 


balance of a well-tuned deck. Don’t tweak a part of the deck 
and you fall victim to every player who also visited The Dojo 


and prepared for your deck. Knowing what changes to make 
and how to make them remain the province of expert players. 


if ignorance is Bliss, 

Knowledge is Power 

I now turn to how the Internet and The Dojo contribute to the 
game. Magic remains a subculture phenomenon. Without the 
Internet, it would be much harder to learn about tournaments or 
find out what's going on in the metagame. Even in areas with a 
local Magic scene, it’s difficult to get started in the game. 

Nobody likes to lose, and games are only fun if you have a 
chance to win. With The Dojo, you can copy a deck that has 
performed well and try it out. You play this carbon-copy deck 
and you still lose—but youre not trounced and 
you're not embarrassed. You begin to see weak- 
nesses in the deck, mistakes and misplays you 
made, timing issues you didn’t understand, and 
so on. In short, you learn. Asking players to 
improve their play with a pile of sealed-deck 
cards while playing against a well-tuned Stan- 
dard or (worse) Classic deck is ridiculous. A 
budding violinist needs a violin to practice on, 
not a stick with some strings stretched across it. 
The Dojo provides an invaluable resource to 
beginners. 

To intermediate players, The Dojo provides 
insight into the minds of superior deck 
builders. By comparing their decks with tour- 
nament-winning decks, intermediate players 
begin to understand more advanced concepts 
such as card economy, efficiency, synergy, and 
mana curve. Sometimes these players simply 
copy a deck and play with it, but this helps 
them understand how to play a control deck 
better, how to apply beatdown more aggres- 
sively, how to implement board control, and a 
hundred other advanced skills. 

Is it a problem that intermediate players use better decks 
merely as a tool for winning? Maybe it is. But there’s nothing 
offensive in learning about the game by using Dojo decks— 
unless you believe using textbooks to learn calculus is offensive. 
In my opinion, we should praise players who have achieved 
expertise on their own through intense effort and endless 
experimentation, but we shouldn't disapprove of players who 
take shortcuts. 

For advanced players, The Dojo simplifies researching the 
metagame. These players have no reason to copy a deck from 
The Dojo. But they do need to see what other people are play- 
ing—particularly when preparing for a Pro Tour Qualifier or a 
Grand Prix event. If an expert player does copy a deck the night 
before a Qualifier and wins through luck and skillful play, so 
what? He or she has play skills and a killer instinct earned 
through experience. 

There is also a difference between designers and drivers. 


Designers create decks because they love the challenge of 
design. The best designers have an uncanny grasp of Magic 
fundamentals and the metagame that allows them to create 
abusively powerful, original decks. But many of the best 
designers—like Erik “Mad Genius” Lauer—have never won a 
Pro Tour event. Should we disrespect Eric because his play 
skills haven't lived up to his design skills? Of course not. For the 
same reason, | don't lose respect for so-called “Xerox Champi- 
ons” because their design skills haven't lived up to their play 
skills. 


The Net Evolves 

The Internet has always been one of the most valuable 
resources for competitive players. The Dojo Effect is not new, 
and it is not likely to subside in the foreseeable future. But The 
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Dojo Effect isn’t completely negative. I believe Internet 
resources actually help players improve their skills. Instead of a 
steady decrease in creativity, I see an effort to beat dominant 
decks with modifications, secret sideboards, and unexpected 
cards. Is the Constructed format degenerating into a few domi- 
nant decks such as Cursed Sligh? Perhaps. But the dominance 
of such power decks can't be blamed entirely on The Dojo, 
because the cards themselves and the rules governing them 
have a far greater impact on one deck’s dominance than any 
Internet resource. 

It’s difficult to say without more evidence whether The 
Dojo—and the Internet as a whole—will ultimately have a 
positive or negative impact on the game. However, with the 
Internet being used more and more to actually play Magic, per- 
haps in the future playtesting will take place not in card shops 
but within the ether of the Net between players in New York 
and Hong Kong. Such a broadening of the Magic community, 
in my view, can only be good for the game. #¥ 


Practice and hard work. Like everything in life, these are 
the steps required to improve and excel at Magic. But 
there are tools many top players use to help in this 
ongoing process—tools that include playtest groups, 


deck-building teams, magazines, and the internet. Yes, 


the internet. if you are striving to become a better 


Magic player, the internet is not only an asset, it has 


become a necessity. 


and see how 
be less than. 


built by David Price. Perhaps card drawing and card ae 
_ are what you really like, and you 1 might be happier with a deck 
_built by Erik Lauer. After you identify the players whose style 
best matches your own, weeding through specific decks 


becomes easier because you have a more reliable starting point. _ 


‘When you begin testing different versions of the deck you've 


hosen, what you're really doing is trying to learn the deck inside 
nd out. You need to feel comfortable that you're making the 
correct mathematical choice in every possible decision-making 
situation. You want to be happy with every card in the deck you 
plan to play. Nothing is worse than realizing, in the second 
round of a major tournament, that you simply don’t like the ~ 
deck you're using, or finding yonrset ho “If only I had 
that other card instead of this one.” 
These situations can be avoided by combining Internet 
research with playtesting. In addition to deck lists, there are 
detailed strategy articles about deck types on the websites I 
mentioned, as well as many others. If you decide on Sligh, for 
example, go to the Web and read up on 
Sligh. You'll find strategy discussions on 
_ how to play Sligh against nearly every 
other deck in existence, as well as articles 
on how to beat Sligh. It is crucial to famil- 
iarize yourself with every aspect of your 
‘deck, and there is no better way to learn 
about the deck than reading conn), 
written by top players. 


So now you've scoured the Internet for 
dozens of decks. You've gotten together 
with friends and extensively playtested the . 
decks against each other. You decided which deck you like best 
and thoroughly researched its nuances, testing the various ver- 
sions and reading all the strategy articles. Your job is done, 
right? Not even close. : 
The Internet offers far mor aspiring Magic players. First 
of all, the Internet is an interactive medium, and it is crucial that 
- eee of this a Suppose you 


| uesion: Very a will a new player get 
flamed for aski questions the pros might sider basic. You'd 
_ be surprised how ften these top playe 


ut their deck lists 
all explain specific 


Some top | 
than others, of course, but ayy, an 


ay to oie top. pia see a 
email to the player who 
‘him or her. You may even 
layers and get to watch as 


up some of what they learned on the 
_ deck you like on the We 


back, contributing your ideas to the hee 
Another aspect of the Internet often overloo 


_ Magic players is Internet Relay Chat (URC) 


the interactivity of oe Internet a at its finest. Tog g : 


“source of current tournament information. — 
There is no better way to learn about Magic t 

real-time with your favorite deck designer or player 

to read a top player's deck list on the Web and then ae t 

player about the deck minutes later is an amazing phenomen 

One of the greatest assets of the Internet is the capaci 

bouncing ideas back and forth across huge distances. In fa 
IRC is so addictive that many top players 

spend hours there every day (it's 

favorite way to avoid doing homework 


The popularity of the World Wide Web 
has produced another incredible tool for 
improving your game. Now you can actu- 
ally play Magic over the Internet. You're 
no longer limited to playtesting with jus 
one group in which ideas may stagnate. 


ve can log onto IRC and playtest with 


than to log onto IRC and ae games against Olle take Bi 
Weissman, or Tommi Hovi. Not only can you see their ie sin 
action, but you can ask them for advice on your decks. a 
strategies. What you can find out in one hour from these 

might take you weeks to learn through Web research or testin 
within your local group. And if that’s not enough, programs 
exist that simulate Booster and Rochester Drafts over the 

with eight players drafting in real-time. So the Net can be v 

to practice for Limited as well as Constructed events. 


With all the information the Web and IRC offer to both nev 
and experienced Magic players, it seems nearly impossible for. 
player to remain competitive without access to. the Inte et. 
many ways, the Internet has turned the Magic 

ment into a global village in which information 

persed worldwide. If you don’t take advantage of this 
information, you ll be at a major disadvantage in t 

realm. The Internet is no longer merely an asset t 

excel at Magic, it has become an absolute necessity. 
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KEY COLOR Bk=Black Bl=Blue G=Green M=Multi-colored R=Red W=White A=Artifact L=Land RARITY C=Common U=Uncommon R=Rare 


ALPHA/BETA/UNLIMITED CARD LIST ALPHA/BETA/UNLIMITED CARD LIST (cont.) ALPHA/BETA/UNLIMITED CARD LIST (cont.) 


Packs Box Card Title Color Rarity Alpha Beta Unltd Card Title Color Rarity Alpha Beta nitd 


Alpha Starters call call Crystal Rod A U $3.00 $3.00 $1.00 —_ Jayemdae Tome A R__ $29.00 $39.00 $3.00 
Alpha Boosters call call Cursed aaa ‘ Ht a Ria ee a A ie igaeiatt He u eed $ ue ees 
Cyclopean Tom i : B arma By 3. i 
Beta Starters call call Dark Ritual Bk C 5100), $7100)! 6150 Keldon Warlord 1 37.00 $7.00 $1.00 
lo “ORNS Deathen Be 0 $300. $300 $00 Kuda GR $900 $9100 $200 
. Deathgri, i ; i <udzu i H | 
Unlimited Starters $219 $1995 Denthiaee Bk R $9.00 $9.00 $1.00 Lance ot $3.00 $3.00 $1.00 
eb eeemeenp dh us Bamnctim” BER sita steed Sap Ea ee 
. Demonic Hordes $24. A ; ibrary of Leng $3, $3. 1. 
Alpha/Beta commons not listed . Demonic Tutor Bk U $18.00 $19.00 $6.00 Lich Bk R 59.00 $64.00 $47.00 
Unlimited commons not listed I; Dingus Egg A R $12.00 $14.00 2.00 Lifeforce CUeU, $3.00 $3.00 51,00 
Disenchant My C $5.00 a i 00 ieee G R ees 3 ve 
if . Disintegrate : 3.00, 5 2 ifetay 53.01 1. 
Card Title Color Rarity Alpha Beta Unltd umiprnelsecorer A R___ $33.00 $42.00 $3.00 Lightuing Bole Ric $10.00 $2.00 
; : Dragon Whelp Roa $4.00 $6.00 1.00 Living Artifact (Cn ais $14.00 $2.00 
Air Elemental Bl U $7.00 $9.00 _ $2.00 Drain Life Bk C 53.00 $4.00 $.50 Living Lands ii) ok $9.00 $2.00 
Ancestral Recall Bl R_— $164.00 $194.00 $154.00 Drain Power Bigake $19.00 $19.00 $3.00 Living Wall ASU $4.00 .00 
Animate Artifact Bl U $5.00 $6.00 $1.00 Dwarven Demolition TeamR U — $11.00 $12.00 $7.00 Lord of Atlantis Bl R $19.00 $3.00 
Animate Dead Bk U $6.00 $8.00 $2.00 Earth Elemental Reon $3.00 $3.00 $1.00 Lord of the Pit Bk R $19.00 6.00, 
Animate Wall Wiens $6.00 $6.00 $1.00 Earthquake R R___ $29.00 $37.00 $7.00 Lure Go $3.00 $1.00 
Ankh of Mishra A R__ $12.00 $14.00 $2.00 Elvish Archers G R $24.00 $30.00 $5.00 Magical Hack Bl R $24.00 $4.00 
Armageddon Wit $44.00 $60.00 $12.00 Evil Presence Bk U $3.00 $3.00 1.00 Mahamoti Djinn Bl R $37.00 $8.00 
Aspect of Wolf [Sjeerabe $14.00 $14.00 4.00 False Orders Res $5.00 $5.00 $2.00 Mana Flare 1A $29.00 $7.00 
ad Moon Bk R $35.00 $42.00 $8.00 Farmstead W R 9.00 $9.00 $2.00 Mana Short CSRs $17.00 3.00 
adlands LR $50.00 $59.00 $18.00 Fastbond G R $24.00 $24.00 $7.00 Mana Vault AOR $19.00 $5.00 
alance W R__ $39.00 $49.00 $4.00 Feedback Bl U 3.00 $3.00 $1.00 Manabarbs Rk $15.00 $2.00 
asalt Monolith sea 6.00 $8.00 $1.00 Fire Elemental Rig U $4.00 $4.00 $1.00 Meekstone AOR $24.00 $4.00 
ayou Dees $50.00 $59.00 $15.00 Fireball unite! $6.00 $7.00 — $.50 Mind Twist Bk R $19.00 $2.00 
Berserk 3 G U —— $42.00 $42.00 $32.00 Flashfires Rau) 3.00 $3.00 $1.00 Mox Emerald AR $219.00 $149.00 
itds of Paradise G R___ $37.00 $43.00 $8.00 Force of Nature G R $25.00 $29.00 $7.00 Mox Jet AOR $229.00 $159.00 
lack Knight Bk U 9.00 $17.00 | $2.50 Forcefield A R__ $139.00 $139.00 $95.00 Mox Pearl AUR $229.00 $159.00 
Black Lotus A R__ $395.00 $409.00 $299.00 Fork R R___ $35.00 $45.00 $16.00 Mox Ruby AR $229.00 $159.00 
lack Vise Tea $17.00 $19.00 50 Fungusaur GouR $11.00 $14.00 $4.00 Mox Sapphire ARs $229.00 $159.00 
lack Ward er AU) 3.00 $3.00 $1.00 Gaea’s Liege GR $13.00 $15.00 5.00 Natural Selection GoiR $34.00 $24.00 
laze of Glory W R_ $44.00 $44.00 $26.00 Gauntlet of Might A R__ $129.00 $129.00 $89.00 Nether Shadow Bk R $19.00 $3.00 
lessing W R $11.00 $13.00 $2.00 Giant Growth GC $4.00 $4.00  $.50 Nettling Imp Bk U $4.00 $1.00 
Jue Ward Wasnt) $3.00 $3.00 $1.00 Glasses of Urza GNA 3.00 $3.00 $1.00 Nevinyrral’s Disk Mie 569.00 $11.00 
og Wraith Bk U 4.00 $6.00 $1.00 Gloom Bk U $3.00 $3.00 $1.00 Nightmare Bk R $34.00 $6.00 
raingeyser Bl R $27.00 $37.00 $9.00 Goblin Balloon Brigade R  U 3.00 $3.00 $1.00 Northern Paladin W R 22.00 $3.00 
urrowing Ro $3.00 $3.00 $1.00 Goblin King R R__ $19.00 $24.00 $3.00 Obsianus Golem A U $3.00 $1.00 
Camouflage G U 7.00 $8.00 $6.00 Granite Gargoyle R R__ $24.00 $27.00 $7.00 Orcish Artillery RU $3.00 $1.00 
Castle WU $3.00 $3.00 $1.00 Green Ward Ww U 3.00 $3.00 $1.00 Orcish Oriflamme Re $3.00 $1.00 
Celestial Prism NU $3.00 $3.00 $1.00 Helm of Chatzuk AR $9.00 $9.00 1.00 Personal Incarnation Ww eR 9.00 $3.00 
Channel Gi 3.00 $3.00 00 Hive, The AR $10.00 $12.00 2.00 Phantasmal Forces Bl U 3.00 $1.00 
Chaos Orb AOR $89.00 $109.00 $69.00 Howling Mine A R $39.00 $44.00 $9.00 Phantom Monster Bl U 6.00 $1.00 
Chaoslace RoR $9.00 $9.00 $1.00 Hurricane Grau) $3.00 $3.00 1.00 Pirate Ship BL R $9.00 $2.00 
Clockwork Beast A R__ $14.00 $14.00 $2.00 Hypnotic Specter Bk U $15.00 $19.00 $2.50 Plateau Dio $59.00 $20.00 
Clone Bl U $19.00 $22.00 $5.00 Ice Storm Gee $22.00 $22.00 $14.00 Power Surge RoR 4.00 $2.00 
Cockatrice G R_— $17.00 $17.00 $4.00 Icy Manipulator A U_ $49.00 $59.00 $37.00 Psionic Blast Bl U 24.00 $19.00 
Consecrate Land Wee) $14.00 $14.00 $9.00 Illusionary Mask A R $39.00 $45.00 $29.00 Purelace WR 9.00 $1.00 
Conservator nee 0 $3.00 $3.00 $1.00 Instill Energy GU) 3.00 $3.00  $1,00 Raging River RoR 44.00 $29.00 
Contract from Below Bk R 9.00 $9.00 $2.00 Invisibility Blac $6.00 $6.00 $4.00 Red Ward yy 0 $3.00 $1.00 
Control Magic Bless) $13.00 $14.00 $2.00 Tron Star A U $3.00 $3.00 $1.00 Regrowth GLU 9,00 3.00 
Conversion Wor: 3.00 $3.00 $1.00 Ironclaw Orcs Rk ¢ $1.00 $1.00 1.00 Resurrection Ww U 3.00 $1.00 
Copper Tablet Ave $12.00 $13.00 $6.00 Island Sanctuary Ww rR 9.00 $9.00 $2.00 Reverse Damage WR 22.00 4.00 
Copy Artifact Bl R $23.00 $29.00 $7.00 Ivory Cup PR EAB) $3.00 $3.00 $1.00 Righteousness W R 8.00 $2.00 
Counterspell Bl U $17.00 $19.00 $2.00 Jade Monolith AYER $9.00 $9.00 2.00 Roc of Kher Ridges Rak 9.00 $6.00 
Crusade Wo $38.00 $44.00 $8.00 Jade Statue AU $14.00 $17.00 $11.00 Rock Hydra RoR 27.00 $7.00 
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Card Title Color Rarity Alpha Beta Unltd Card Title Color Rarity Alpha Beta Unltd 

Rod of Ruin AU $3.00 $3.00 51.00 Swords to Plowshares Wea $19.00 $22.00 $2.00 
Royal Assassin Bk R $39.00 $46.00 $12.00 Taiga Eek $50.00 $60.00 $18.00 
Sacrifice Be U: 3.00 $3.00 $1.00 Thicket Basilisk Goa, $4.00 $5.00 $1.00 
Savannah Ne RR $50.00 $59.00 $15.00 Thoughtlace Bl R $9.00 $9.00 $1.00 
Savannah Lions Wik $35.00 $42.00 $6.00 Throne of Bone A U $3.00 $3.00 $1.00 
Scavenging Ghoul Bk U: 3.00 $3.00 $1.00 Timber Wolves Grrr $17.00 $19.00 $2.00 
Scrubland Le eR $50.00 $59.00 $15.00 Time Vault A R__ $109,00 $99.00 $55.00 
Sedge Troll RoeR $24.00 $29.00 $9.00 Time Walk BI R $259.00 $279.00 $199.00 
Sengir Vampire Bk U $14.00 $18.00 4.00 Timetwister BI R $169.00 $179.00 $129.00 
Serra Angel WwW oeU. $29.00 $36.00 5.00 Tropical Island [Breaks $50.00 $59.00 $15.00 
Shivan Dragon Ree $69.00 $74.00 $17.00 Tsunami Gas $3.00 $3.00 $1.00 
Simulacrum Bk U $3.00 $4.00 $1.00 Tundra Tare R $50.00 $60.00 $18.00 
Sinkhole Bec $17.00 $19.00 $13.00 Tunnel Reo $3.00 $3.00 $1.00 
Siren’s Call BLU $3.00 $3.00 $1.00 Twiddle Blioxe $3.00 $3.00 $.50 
Sleight of Mind Bl R $18.00 $24.00 $4.00 Two-Headed Giant of Foriys RR $54.00 $59.00 $42.00 
Smoke RR 9.00 $9.00 2.00 Underground Sea eo R $50.00 $59.00 $18.00 
Sol Ring A U $18.00 $22.00 $6.00 Uthden Troll ee) $3.00 $3.00 $1.00 
Soul Net ye 0 $3.00 $3.00 $1.00 Verduran Enchantress GeseR $9.00 $9.00 $2.00 
Stasis BI R $24.00 $32.00 $5.00 Vesuvan Doppelganger BI R $49.00 $59.00 $19.00 
Steal Artifact By $5.00 $5.00 $1.00 Veteran Bodyguard Woe eR: $20.00 $24.00 $5.00 
Stone Giant Rite Cl $3.00 $3.00 $1.00 Volcanic Eruption BI R $9.00 $9.00 $2.00 
Sunglasses of Urza Ae oR 9.00 $9.00 $2.00 Volcanic Island Loi sR N/A $59.00 $18.00 
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Complete Set 
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5th Edition 
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Card Title 


Color Rarity Price 


Abbey Gargoyles 
Abomination 
Abyssal Specter 
Adarkar Wastes 
Aither Storm 

Air Elemental 

Air Elemental 
Akron Legionnaire 
Aladdin’s Lamp 
Aladdin’s Ring 
Ali Baba 
An-Havva Constable 
Angry Mob 
Animate Artifact 
Animate Dead 
Animate Wall 
Ankh of Mishra 
Anti-Magic Aura 
Armageddon 
Armageddon Clock 
Ashes to Ashes 
Ashnod’s Battle Gear 
Aspect of Wolf 
Atog 

Azure Drake 
Backfire 

Bad Moon 
Badlands 

Balance 

Ball dighining 
Barl’s Cage 

Basalt Monolith 
Bayou 

Binding Grasp 
Birds of Paradise 
Black Knight 
Black Mana Battery 
Black Vise 

Black Ward 
Blessing 

Blight 

Blinking Spirit 
Blue Mana Battery 
Blue Ward 

Bog Wraith 

Bottle of Suleiman 
Bottomless Vault 
Braingeyser 

Brass Man 
Breeding Pit 
Broken Visage 
Bronze Tablet 
Brushland 
Burrowing 
Caribou Range 
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$1.00 
$1.00 
$2.00 
$5.00 
$1.00 


Card Title Color Rarity Price 
Carrion Ants Bk U $1.50 
Castle WwW U $1.00 
Cave People R U $1.00 
Celestial Prism A U $1.00 
Channel G U $1.00 
Chaoslace R R $1.00 
Circle of Protection: Artifacts © W U $1.50 
City of Brass L R $7.50 
Clockwork Avian A R $3.00 
Clockwork Beast A R $2.00 
Clockwork Steed A U $1.00 
Clone Bl U $3.00 
Cockatrice G R $3.00 
Colossus of Sardia A R $6.00 
Conquer R U $1.00 
Conservator A U $1.00 
Contract from Below Bk R $2.00 
Control Magic Bl U $1.50 
Conversion W U $1.00 
Copy Artifact Bl R $3.00 
Coral Helm A R $2.00 
Cosmic Horror Bk R $3.00 
Counterspell Bl U $2.00 
Craw Giant G U $1.00 
Crimson Manticore R R $3.00 
Crown of the Ages A R $4.00 
Crumble G U $1.00 
Crusade WwW R $4.50 
Crystal Rod A U $1.00 
Cursed Land Bk U $1.00 
Dance of Many Bl R $3.00 
Dancing Scimitar A R $2.00 
Darkpact Bk R $2.00 
Deathgrip Bk U $1.00 
Deathlace Bk R $1.00 
Deflection Bl R $5.00 
Demonic Attorney Bk R $2.00 
Demonic Hordes Bk R $6.00 
Demonic Tutor Bk U $3.00 
Derelor Bk R $3.00 
Desert Twister G U $1.00 
Detonate R U $1.00 
Diabolic Machine A U $1.00 
Dingus Egg A R $3.00 
Disentegrate R (G $1.50 
Disrupting Scepter A R $3.00 
Divine Transformation W U $1.00 
Dragon Engine A R $2.00 
Dragon Whelp R U $1.00 
Drain Power Bl R $3.50 
Dust to Dust W U $1.00 
Dwarven Catapult R U $1.00 
Dwarven Hold L R $4.00 
Dwarven Ruins 16; U $1.00 
Dwarven Weaponsmith R U $1.00 
Earth Elemental R U $1.00 
Earthquake R R $4.00 
Ebon Stronghold L U $1.00 
Ebony Horse A R $2.00 
EL-Hajjaj Bk R_ $2.00 
Elder Druid G R $3.00 
Elder Land Wurm WwW R $3.00 
Elkin Bottle A R $3.00 
Elven Riders G U $1.00 
Elvish Archers G R $2.00 
Energy Flux Bl U $1.00 
Evil Eye of Orms-by-Gore Bk U $1.00 
Evil Presence Bk U $1.00 
Eye for an Eye WwW R $2.00 
Fallen Angel Bk U $2.00 
Farmstead WwW R $2.00 
Fastbond G R $5.00 
Feedback Bl U $1.00 
Feldon’s Cane A U $1.00 
Fellwar Stone A U $2.50 
Feroz’s Ban A R $2.00 
Fireball R ce $1.50 
Fire Drake R U $1.00 
Fire Elemental R U $1.00 
Flame Spirit R U $1.00 
Flashfires R U $1.00 
Flying Carpet A R $2.00 
Force of Nature G R $5.00 
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Card Title Color Rarity Price 
Forget Bl R $3.00 
Fork R R $13.00 
Fountain of Youth A U $1.00 
Fungusaur G R $3.00 
Fyndhorn Elder G U $1.00 
Gaea’s Liege G R $4.00 
Game of Chaos R R $3.00 
Gauntlets of Chaos A R $3.00 
Glacial Wall Bl U $1.00 
Glasses of Urza A U $1.00 
Gloom Bk U $1.00 
Goblin Balloon Brigade R U $1.00 
Goblin King R R $2.00 
Goblin Warrens R R $5.00 
Granite Gargoyle R R $6.00 
Greater Realm of Preservation W U $2.50 
Greater Werewolf Bk U $2.00 
Green Mana Battery A R $3.00 
Green Ward WwW U $.50 
Havenwood Battleground = L U $1.50 
Hecatomb Bk R $4.00. 
Helm of Chatzuk A R $1.00 
Hive, The A R $3.00 
Hollow Trees L R $4.00 
Howling Mine A R $5.50 
Hurr Jackal R R $2.50 
Hurricane G U $1.00 
Hydroblast Bl U $2.00 
Hypnotic Specter Bk U $2.50. 
Icatian Phalanx W U $1.00 
Icatian Store L R $4.00 
Icatian Town Ww R $3.50 
Ice Floe 1B; U $1.00 
Inferno R R $4.00 
Infinite Hourglass A R $3.00 
Instill Energy G U $1.00 
Iron Star A U .00 
Ironclaw Curse R R $3.00 
Island Fish Jasconius Bl R $2.00 
Island Sanctuary Ww R $1.00 
Ivory Cup A U $1.00 
Ivory Guardians WwW U .00 
Ivory Tower A R $4.00 
Jade Monolith A R $2.00 
Jalum Tome A R 3.00 
Jandor’s Ring A R $3.00 
Jandor’s Saddlebags A R $3.00 
Jayemdae Tome A R 4.00 
Jester’s Cap A R-— $11.50 
Johtull Wurm G U $1.00 
Jokulhaups R R $5.00 
Joven’s Tools A U $1.00 
Juggernaut A U $3.00 
Juntn Efreet Bk U 1.00 
Justice WwW U $1.00. 
Juxtapose Bl R 3.00 
Karma WwW U $1.00 
Karplusan Forest LG R $8.00 
Keldon Warlord R U 1.50 
Killer Bees G U $2.00 
Kismet WwW U $1.00 
Kjeldoran Royal Guard W R 5.00, 
Kjeldoran Skycaptain WwW U $1.00 
Knight of Stromgald Bk U $2.50 
Kormus Bell A R 3.00 
Kudzu G R $3.00 
Lance WwW U 1.00 
Land Tax WwW R $6.00. 
Leshrac’s Rite Bk U 1.00 
Leviathan B R $4.00 
Ley Druid G U $1.00 
Lhurgoyf G R 8.00 
Library of Leng A U $1.00 
Lifeforce G U $1.00 
Lifelace G R 1.00 
Lifetap B U $1.00 
Living Artifact G R $3.00 
Living Lands G R $2.00 
Living Wall A U $1.00 
Lord of Atlantis B R 3.50 
Lord of the Pit Bk R $5.00 
Lure G U $1.00 
Magical Hack B R 54.00 


Card Title Color Rarity Alpha Beta Unltd 
Wall of Air Ble. $5.00 $5.00 $1.00 
Wall of Bone Bk U $3.00 $3.00 $1.00 
Wall of Brambles GiU $3.00 $3.00 $1.00 
Wall of Fire RU: $3.00 $3.00 $1.00 
Wall of Ice Ga $3.00 $3.00 $1.00 
Wall of Stone RU $3.00 $3.00 $1.00 
Wall of Swords Ww U $5.00 $5.00 $1.00 
Wall of Water BE oU $3.00 3.00.7 Sb,00: 
Wall of Wood G26 $3.00 $3.00 $1.00, 
Wanderlust GU. $3.00 $3.00 $1.00 
Warp Artifact Bk R $13.00 $17.00 $2.00 
Water Elemental BLU $3.00 $3.00 $1.00 
Web Gore $13.00 $16.00 $2.00 
Wheel of Fortune Reo $37.00 $43.00 $10.00 | 
White Knight Wee U: $14.00 $18.00 $2.00 
White Ward Ww U $3.00 3.00 $1.00 | 
Will-O’-The-Wisp Bk R $34.00 $39.00 $7.00 | 
Winter Orb A R $37.00 $49.00 $8.00, 
Wooden Sphere Ave $3.00 3.00 $1.00! 
Word of Command Bk R $69.00 $74.00 $49.00! 
Wrath of God Wa: $44.00 $59.00 $10.00 | 
Zombie Master Bk R $13.00 $15.00 $2.00, 


REVISED/4TH/5TH CARD LIST (cont! 


Card Title 


Magnetic Mountain 
Magus of the Unseen 
Mahamoti Djinn 
Mana Clash 
Mana Flare 
Mana Short 
Mana Vault 
Manabarbs 
Meekstone 

Mijae Djinn 
Millstone 

Mind Bomb 
Mind Twist 

Mind Warp 
Mishra’s Factory 
Mishra’s War Machine 
Mole Worms 
Necropotence 
Nether Shadow 
Nettling Imp 
Nevinyrral’s Disk 
Nightmare 
Northern Paladin 
Oasis 

Obelisk of Undoing 
Obsianus Golem 
Onulet 

Orcish Artillery 
Orcish Captain 
Orcish Oriflamme 
Orcish Squatters 
Order of the Sacred Torch 
Order of the White Shield 
Orgg 

Ornithopter 

Osai Vultures 
Pentagram of the Ages 
Personal Incarnation 
Phantasmal Forces 
Phantom Monster 
Pirate Ship 

Plateau 

Power Surge 

Pox 

Primal Clay 

Primal Order 
Primordial Ooze 
Psionic Entity 
Purelace 

Pyroblast 
Pyrotechnics 

Rabid Wombat 
Rack, The 

Radjan Spirit 

Rag Man 

Rebirth 

Recall 

Red Mana Battery 
Red Ward 

Regrowth 

Relic Bind 
Resurrection 
Reverse Damage 
Reverse Polarity 
Righteousness 

Roc of Kher Ridges 
Rock Hydra 

Rocket Launcher 
Rod of Ruin 

Royal Assassin 
Ruins of Trokair 
Sacred Boon 
Sacrifice 

Sand Silos 

Savannah 

Savannah Lions 
Scavenging Ghoul 
Scrubland 

Sea Spirit 

Sea Sprite 

Seasinger 

Sedge Troll 
Segovian Leviathan 
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REVISED/4TH/S5TH CARD LIST (cont.) ARABIAN NIGHTS CARD LIST ANTIQUITIES CARD LIST (cont.) LEGENDS CARD LIST (cont.) 


Color Rarity Price 


Card Title 


Sengir Autocrat 
Sengir Vampire 
Seraph 

Serendib Efreet 
Serpent Generator 
Serra Angel 

Serra Bestiary 
Serra Paladin 
apeshifter 
atterstorm, 

ivan Dragon 
ibilant Spirit 
imulacrum 
indbad 

iren’s Call 

Kull Catapult 
eight of Mind 
smoke 

ol Ring 

orceress Queen 
oul Net 

irit Link 

Spirit Shackle 
Stampede 

Stasis 

Steal Artifact 
Stone Giant 

Stone Spirit 

Strip Mine 
Stromgald Cabal 
Sulfurous Springs 
Sunglasses of Urza 
Svyelunite Temple 
Swords to Plowshares 
Sylvan Library 
Taiga 

‘awnos’s Wand 
‘awnos’s Weaponry 
‘empest Efreet 
etravus 

Thicket Basilisk 
houghtlace 

hrone of Bone 
hrull Retainer 
limber Wolves 
ime Bomb 
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topical Island 
ruce 

Tsunami 

‘undra 

Tunnel 

Uncle Istvan 
Underground River 
Underground Sea 
Untamed Wilds 
Urza’s Avenger 
Urza’s Bauble 
Uthden Troll 
Verduran Enchantress 
Vesuvan Doppelganger 
Veteran Bodyguard 
Visions 

Volcanic Eruption 
Volcanic Island 

Wall of Air 

Wall of Bone 

Wall of Brambles 
Wall of Fire 

Wall of Ice 

Wall of Stone 

Wall of Swords 
Wall of Water 
Wanderlust 

Warp Artifact 

Water Elemental 
Web 

Wheel of Fortune 
Whirling Dervish 
White Knight 

White Mana Battery 
White Ward 
Will-O’-The- Wisp 
Wind Spirit 

Winds of Change 
Winter Blast 

Winter Orb 
Wolverine Pack 
Wooden Sphere 
Word of Blasting 
Wrath of God 
Wretched, The 
Wyluli Wolf 

Xenic Poltergeist 
Zombie Master 
Zur’s Weirding 
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Color Rarity Price 
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ARABIAN NIGHTS CARD LIST 


Booster Pack 
Booster Box 
Complete Set 


Card Title 


Abu Jafar 
Aladdin 
Aladdin’s Lamp 


$79.00 
$4495.00 
$945.00 


Color Rarity Price 


Ww U3 $6.00 
R U2 $8.00 
A U2 $4.00 


Card Title 


Aladdin’s Ring 

Ali Baba 

Ali from Cairo 
Army of Allah (a) 
Bazaar of Baghdad 
Bird Maiden (a) 
Bottle of Suleiman 
Brass Man 

Camel 

City in a Bottle 
City of Brass 
Cuombajj Witches 
Cyclone 

Dancing Scimitar 
Dandan 

Desert 

Desert Nomads 
Desert Twister 
Diamond Valley 
Drop of Honey 
Ebony Horse 
El-Hajjaj 

Elephant Graveyard 
Erg Raiders (a) 
Erhnam Djinn 

Eye for an Eye 
Fishliver Oil (a) 
Flying Carpet 
Flying Men 
Ghazban Ogre 
Giant Tortoise (a) 
Guardian Beast 
Hasran Ogress (a) 
Hurr Jackal 
Ifh-Biff Efreet 
Island Fish Jasconius 
Island of Wak-Wak 
Jandor’s Ring 
Jandor’s Saddlebags 
Jeweled Bird 

Jihad 

Juntin Efreet 

Juzam Djinn 
Khabal Ghoul 

King Suleiman 

Kird Ape 

Library of Alexandria 
Magnetic Mountain 
Merchant Ship 
Metamorphosis 
Mijae Djinn 
Moorish Cavalry (a) 
Mountain 

Nafs Asp (a) 

Oasis 

Old Man of the Sea 
Oubliette (a) 

Piety (a) 

Pyramids 
Repentant Blacksmith 
Ring of Ma’raf 
Rukh Egg (a) 
Sandals of Abdallah 
Sandstorm 
Serendib Djinn 
Serendib Efreet 
Shahrazad 

Sindbad 

Singing Tree 
Sorceress Queen 


Stone-Throwing Devils (a) 


Unstable Mutation 
War Elephant (a) 
Wyluli Wolf (a) 
Ydwen Efreet 


ANTIQUITIES CARD LIST 


Booster Pack 
Booster Box 
Complete Set 
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Commons Not Listed 


Card Title 


Argivian Archeologist 
Argivian Blacksmith 
Armageddon Clock 
Ashnod’s Altar 
Ashnod’s Battle Gear 
Ashnod’s Transmogrant 
Atog 

Bronze Tablet 
Candelabra of Tawnos 


Circle of Protection: Artifacts 


Citanul Druid 
Clockwork Avian 
Colossus of Sardia 
Coral Helm 
Cursed Rack 
Damping Field 
Detonate 
Dwarven Weaponsmith 
Energy Flux 
Feldon’s Cane 
Gaea’s Avenger 
Gate of Phyrexia 
Goblin Artisans 


Color Rarity Price 
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Card Title 


Golgothian Sylex 
Haunting Wind 

Hurkyl’s Recall 

Ivory Tower 

Jalum Tome 

Martyrs of Korlis 
Mightstone 

Millstone 

Mishra’s Factory, autumn 
Mishra’s Factory, spring 
Mishra’s Factory, summer 
Mishra’s Factory, winter 
Mishra’s War Machine 
Mishra’s Workshop 
Obelisk of Undoing 
Onulet 

Power Artifact 
Powerleech 

Primal Clay 

Rack, The 

Rocket Launcher 
Shapeshifter 
Shatterstorm 

Strip Mine, horizon/eyen stripe 
Strip Mine, horizon/uneven stripe 
Strip Mine, no horizon 

Strip Mine, smait tower in forest 
Su-Chi 

Tawnos’s Coffin 
Tawnos’s Wand 
Tawnos’s Weaponry 
Tetravus 

Titania’s Song 
Transmute Artifact 
Triskelion 

Urza’s Avenger 

Urza’s Miter 

Wall of Spears 
Weakstone 

Xenic Poltergeist 
Yawgmoth Demon 


Booster Pack 
Booster Box 
Complete Set 

Italian Legends Pack 
Italian Box 
Commons not listed 


Card Title 


Abomination 

Abyss, The 

Acid Rain 

Adun Oakenshield 
Adventurers’ Guildhouse 
Akron Legionnaire 
Al-abara’s Carpet 
Alchor’s Tomb 

All Hallow’s Eve 
Angelic Voices 
Angus Mackenzie 
Anti-Magic Aura 
Arboria 

Arcades Sabboth 
Arena of the Ancients 
Avoid Fate 

Axelrod Gunnarson 
Ayesha Tanaka 
Azure Drake 
Backdraft 

Backfire 

Barktooth Warbeard 
Bartel Runeaxe 
Beasts of Bogardan 
Black Mana Battery 
Blight 

Blood Lust 

Blue Mana Battery 
Boris Devilboon 
Brine Hag 

Bronze Horse 
Carrion Ants 
Cathedral of Serra 
Caverns of Despair 
Chain Lightning 
Chains of Mephistopheles 
Chromium 

Cleanse 

Cocoon 

Concordant Crossroads 
Cosmic Horror 
Craw Giant 
Crevasse 

Crimson Kobolds 
Crimson Manticore 
Crookshank Kobolds 
Dakkon Blackblade 
Darkness 

Deadfall 

Demonic Torment 
Disharmony 

Divine Intervention 
Divine Transformation. 
Dream Coat 
Dwarven Song 
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$11.00 


$16.95 
$879.00 
$239.00 
$1.00 ea 
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Color Rarity Price 


58.00 
$4.00 
3.00 
$6.00 


GEC eeceeceeeceeeeeoe Cee ee eee eeeaeeeoagecacdeadaa 
RWWW EEE WWRE WWE WEE RR EE WWWRKWWE EE EE EH WUWWNWEbE 


$24.95 
$799.00 
$869.00 
$10.95 
$349.00 
$1.00 ea 


Color Rarity Price 


$3.00 
$59.00 
$ 4.00 
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Card Title Color Rarity Price 
Elder Land Wurm W $8.00 
Elder Spawn Bl 
Elven Riders G 
Equinox WwW 
Eternal Warrior 

Eureka G 
Evil Eye of Orms-By-Gore Bk 
Fallen Angel 

Falling Star 

Field of Dreams 
Firestorm Phoenix 
Floral Spuzzem 
Forethought Amulet 
Fortified Area 

Frost Giant 

Gabriel Angelfire 
Gauntlets of Chaos 
Gosta Dirk 

Gravity Sphere 

Great Defender 

Great Wall 

Greater Realm of Preservation 
Greed 

Green Mana Battery 
Gwendlyn Di Corei 
Halfdane 
Hammerheim 

Hazezon Tamar 
Heaven’s Gate 

Hell’s Caretaker 
Hellfire 

Horn of Deafening 
Horror of Horrors 
Hunding Gjornersen 
Hyperion Blacksmith 
Ichneumon Druid 
Imprison 

In the Eye of Chaos 
Infernal Medusa 
Infinite Authority 
Invoke Prejudice 

Ivory Guardians 
Jacques le Vert 
Jasmine Boreal 

Jedit Ojanen 

Jerrard of the Closed Fist 
Johan 

Jovial Evil 

Juxtapose 

Karakas 

Kasimir the Lone Wolf 
Kei Takahashi 

Killer Bees 

Kismet 

Knowledge Vault 
Kobold Drill Sergeant 
Kobold Overlord 
Kobold Taskmaster 
Kobolds of Kher Keep 
Kry Shield 

Lady Caleria 

Lady Evangela 

Lady of the Mountain, The 
Lady Orca 

Land Equilibrium 
Land Tax 

Land’s Edge 

Lesser Werewolf 

Life Chisel 

Life Matrix 

Lifeblood 

Living Plane 

Livonya Silone 

Lord Magnus 

Mana Drain 

Mana Matrix 

Marble Priest 
Marhault Elsdragon 
Master of the Hunt 
Mirror Universe 

Moat 

Mold Demon 
Mountain Stronghold 
Mountain Yeti 
Nebuchadnezzar 
Nether Void 

Nicol Bolas 

North Star 

Nova Pentacle 
Palladia-Mors 

Part Water 

Pavel Maliki 
Pendelhaven. 

Petra Sphinx 

Pixie Queen 

Planar Gate 

Pradesh Gypsies 
Presence of the Master 
Primordial Ooze 
Princess Lucrezia 
Psionic Entity 

Puppet Master 
Quagmire 

Quarum Trench Gnomes 
Rabid Wombat 

Radjan Spirit 

Ragnar 

Ramirez DePietro 
Ramses Overdark 
Rapid Fire 

Rasputin Dreamweaver 
rathi Berserker 

Rebirth 
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Card Title 


Recall 

Red Mana Battery 
Reincarnation 

Relic Barrier 

Relic Bind 

Remove Enchantments 
Reset 

Revelation 
Reverberation 
Righteous Avengers 
Ring of Immortals 
Riven Turnbull 
Rohgahh of Kher Keep 
Rubinia Soulsinger 
Sea King’s Blessing 
Seafarer’s Quay 
Seeker 

Segovian Leviathan 
Sentinel 

Serpent Generator 
Shield Wall 

Shimian Night Stalker 
Silhouette 

Sir Shandlar of Eberyn 
Sivitri Scarzam 


Spectral Cloak 
Spinal Villain 
Spirit Link 
Spiritual Sanctuary 
Stangg 

Storm Seeker 
Storm World 
Sunastian Falconer 
Sword of the Ages 
Sylvan Library 
Sylvan Paradise 
Syphon Soul 


Tacklemaggot 
Telekinesis 
Teleport 
Tempest Efreet 
Tetsuo Umezawa 
Thunder Spirit 
Time Elemental 
Tobias Andrion 
Tolaria 
Tor Wattki 
Torsten Von Ursus 
Touch of Darkness 
Triassic Egg 
Tuknir Deathlock 
phoon 
ndertow 
Underworld Dreams 
Unholy Citadel 
Untamed Wilds 
Ur-Drago 
Urborg 


Wall of Light 

Wall of Opposition 
Wall of Putrid Flesh 
Wall of Tombstones 
Wall of Wonder 
Whirling Dervish 
White Mana Battery 
Willow Satyr 
Winds of Change 
Winter Blast 

Wood Elemental 
Wretched, The 

Xira Arien 


Booster Pack 
Booster Box 
Complete Set 
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Sol’kanar the Swamp King 


Commons Not Listed 
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THE DARK CARD LIST 


DAAACACCOCOACCHACACACCCCAAACCCCCOAAAAAACANCCACACAACACACCCCCAACCCaAACACAAaCNGCaCaCan 


Color Rarity Price 


$9.00 
$4.00 
$3.00 
$6.00 
$4.00 
$2.00 
$4.00 
$5.00 
$12.00 
$4.00 
$14.00 
$4.00 
$13.00 
$12.00 
$3.00 
$3.00 
$3.00 
$3.00 
$7.00 
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$359.00 
$129.00 
$1.00 ea 


Card Title Color Rarity Price 
Amnesia Bl U2 $5.00 
Angry Mob Ww U2 $2.00 
Apprentice Wizard Bl Ul 2.00 
Ball Lightning R U1 $14.00 
Banshee Bk U2. $2.00 
Barl’s Cage A Ul 2.00 
Blood Moon R U1 $6.00 
Blood of the Martyr WwW U2 = $2.00 
Bone Flute A U2 $2.00 
Book of Rass A U2 = $2.00 
Brothers of Fire R U2 $2.00 
Cave People R U2 $2.00 
City of Shadows cL U1. $4.00 
Cleansing W U1 $4.00 
Coal Golem A U2 $2.00 
Curse Artifact Bk U2 = $2.00 
Dance of Many Bl Ul 4.00 
Dark Sphere A U2 = $2.00 
Diabolic Machine A U2 = $2.00 
Eater of the Dead Bk U2 $2.00 

Bl U2 = $2.00 


Electric Eel 
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Card Title Color Rarity Price 
Elves of Deep Shadow G U2 $5.00 
Eternal Flame R Ul $3.00 
Exorcist WwW U1 $5.00 
Fallen, The Bk U2 = $2.00 
Fasting Ww U2 = $2.00 
Fellwar’s Stone A U2 $3.00 
Fire and Brimstone W U2 $2.00 
Fire Drake R U2 = $2.00 
Flood G U2 $3.00 
Fountain of Youth A U2 $2.00 
Frankenstein's Monster Bk U1 $10.00 
Goblin Wizard R U1 $7.00 
Grave Robbers Bk U1 $5.00 
Hidden Path G U1 $8.00 
Inferno R U1 $4.00 
Knights of Thorn WwW U1 $6.00 
Leviathan Bl U1 $7.00 
Living Armor A U2 $2.00 
Lurker G U1 $5.00 
Mana Clash R U1 $5.00 
Mana Vortex Bl U1 $5.00 
Martyr’s Cry Ww Ul $5.00 
Maze of Ith L C1 $13.00 
Merfolk Assassin Bl U2 $5.00 
Mind Bomb Bl U1 $4.00 
Nameless Race Bk U1 $6.00 
Necropolis A U2 = $2.00 
Niall Silyain G U1 $6.00 
Ore General R U2 $3.00 
People of the Woods G U2 $5.00 
Preacher WwW U1 $10.00 
Psychic Allergy Bl U1 $5.00 
Rag Man Bk U1 $4.00 
Reflecting Mirror A U2 $2.00 
Runesword A U2 = $2.00 
Safe Haven L U1 $4.00 
Scarecrow A U2 $2.00 
Scarwood Bandits G U1 $6.00 
Scarwood Hag G U2 $2.00 
Season of the Witch Bk U1 $6.00 
Sisters of the Flame R U2 = $2.00 
Skull of Orm A U2 $6.00 
Sorrow’s Path L U1 $5.00 
Spitting Slug G U2 $2.00 
Standing Stones A U2 $2.00 
Stone Calendar A U1 $10.00 
Tangle Kelp Bl U2 = $2.00 
Tivadar’s Crusade W U2 = $2.00 
Tormod’s Crypt A U2 = $2.00 
Tower of Coireall A U2 = $2.00 
Tracker G Ul $8.00 
Uncle Istvan Bk U2 $2.00 
Wand of Ith A U2 $3.00 
War Barge A U2 = $5.00 
Whippoorwill G U2 $3.00 
Witch Hunter W U1 $3.00 
Worms of the Earth Bk U1 $5.00 
Wormwood Treefolk G U1 $5.00 


FALLEN EMPIRES CARD LIST 


Booster Pack $1.00 


Booster Box 
Complete Set 
Commons Not Listed 


$49.95 
$59.95 
$.50 ea 


Card Title Color Rarity Price 
Aecolipile A 1 $2.00 
Balm of Restoration A 1 $2.00 
Bottomless Vault iE 1 $5.00 
Breeding Pit Bk 3 $3.00 
Conch Horn A 1 $2.00 
Deep Spawn Bl 3 $1.00 
Delif’s Cube A 1 $2.00 
Derelor Bk 1 $4.00 
Draconian Cylix A 1 $2.00 
Dwarven Armorer R 1 $2.00 
Dwarven Catapult R 3 $1.00 
Dwarven Hol L 1 $5.00 
Dwarven Lieutenant R 3 $1.00 
Dwarven Ruins JE 2 $2.00 
Ebon Praetor Bk 1 $3.00 
Ebon Stronghold 2 $2.00 
Elven Lyre 1 $2.00 
Elvish Farmer 1 $4.00 
Farrel’s Mantle 3 $1.00 
Farrelite Priest 3 $1.00 
Feral Thallid 3 $1.00 
Fungal Bloom 1 $4.00 
Goblin Flotilla 1 $3.00 


Goblin Grenade 

Goblin Kites 

Goblin Warrens 

Hand of Justice 
Havenwood Battleground 
Heroism 

Hollow Trees 

Homarid Shaman 
Homarid Spawning Bed 
Tcatian Lieutenant 
Icatian Phalanx 

Icatian Priest 

Icatian Skirmishes 
Icatian Store 

Icatian Town 
Implements of Sacrifice 
Orcish Captain 
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Card Title 


Order of Leitbur 


Order of the Ebon Hand 


Or, 
Fine Party 
Rainbow Vale 
Ring of Renewal 
River Merfolk 

Ruins of Trokair 

Sand Silos 

Seasinger 

Soul Exchange 

Spirit Shield 

Spore Flower 
Svyelunite Priest 
Svyelunite Temple 
Thallid Devourer 
Thelon’s Chant 
Thelon’s Curse 
Thelonite Druid 
Thelonite Monk 
Thrull Champion 
Thrull Retainer 

Thrull Wizard 

Tidal Influence 
Tourach’s Chant 
Tourach’s Gate 
Vodalian Knights 
Vodalian War Machine 
Zelyon Sword 


Complete Set 
Commons not listed 
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Color Rarity Price 


Ww 
Bk 


$2.00 
$2.00 
$3.00 
$1.00 
$4.00 
$2.00 
$3.00 
$2.00 
$5.00 
$2.00 
$1.00 
$3.00 
$1.00 
$1.00 
$2.00 
$1.00 
$1.00 
$3.00 
$1.00 
$3.00 
$4.00 
$1.00 
$1.00 
$1.00 
$1.00 
$2.00 
$3.00 
$3.00 
$2.00 


mo = 


QAQHAAOAMWOPBOrrerrAwn 


EGaqceqcecceceoqcqeaceenqcececrececeama 
Hee WW WWE EWE WWNWWWE WHEN EE WE 


CHRONICLES CARD LIST 


Booster Pack 
Booster Box 


Card Title Color Rarity Price 
Abu Ja’far Ww U3 $1.00 
Akron Legionnaire WwW U1 $2.00 
Aladdin R U1 $3.00 
Angelic Voices Ww U1 $5,00 
Arcades Sabboth M U1 $5.00 
Arena of the Ancients A Ul $2.00 
Axelrod Gunnarson M U1 $3.00 
Ayesha Tanaka M U1 $3.00 
Azure Drake Bl U3 $1.00 
Banshee Bk U3 $1.00 
Barl’s Cage A U1 $1,00 
Beasts of Bogardan R U3 $1.00 
Blood Moon R U1 $4.00 
Blood of the Martyr WwW U3 $1.00 
Book of Rass A U1 $1.00 
Bronze Horse A U1 $1.00 
Chromium M U1 $5.00 
City of Brass LE U1 $9.00 
Cocoon G U3 $1.00 
Concordant Crossroads G U1 $3.00 
Craw Giant G U3 $1.00 
Cyclone G U1 $2.00 
Dakkon Blackblade M U1 $4.00 
Dance of Many Bl U1 $2.00 
Enchantment Alteration BI U3 $1.00 
Erhnam Djinn G U3 $3.00 
Fallen Angel Bk U3 «$1.00 
Fallen, The Bk U3 $1.00 
Feldon’s Cane A U3 = $1.00 
Fire Drake R U3 $1.00 
Gabriel Angelfire M U1 $2.00 
Gauntlets of Chaos A U1 $3.00 
Goblin Artisans R U3 $1.00 
Hell’s Caretaker Bk U1 $7.00 
Horn of Deafening A U1 $2.00 
Ivory Guardians WwW U3 $1.00 
Jalum Tome A U1 $3.00 
Jeweled Bird A U1 $1.00 
Johan M U1 $3.00 
Juxtapose Bl U1 $3.00 
Kei Takahashi M U $1.00 
Land’s Edge R U1 $3.00 
Marhault Elsdragon M U $1.00 
Nebuchadnezzar M U1 $4.00 
Nicol Bolas M U1 $5.00 
Obelisk of Undoing A U1 $3.00 
Palladia-Mors M U1 $5.00 
Petra Sphinx W U1 $2.00 
Primordial Ooze R U3 $1.00 
Puppet Master Bl U3 $1.00 
Rabid Wombat G U3 $1.00 
Rakalite A U1 $1.00 
Recall Bl U3 $2.00 
Revelation G U1 $2.00 
Rubinia Soulsinger M U1 $3.00 
Safe Haven L U1 $2.00 
Sentinel A U1 $3.00 
Serpent Generator A U1 $4.00 
Shield Wall Ww U3 $1.00 
Shimian Night Stalker Bk U3 $1.00 
Sivitri Scarzam M U $1.00 
Sol’kanar the Swamp King M U1 $4.00 
Stangg M U1 $3.00 
Storm Seeker G U3 = $2.00 
Takklemaggot Bk U3 $1.00 
Teleport Bl U1 $3.00 
Tobias Andrion M C1 $1.00 
Tor Wauki M C1 $1.00 


Card Title 


Triassic Egg 


Urza’s Mine 
Urza’s Power Plant 
Urza’s Tower 
Vaevictis Asmadi 
Voodoo Doll 

Wall of Opposition 
Wall of Wonder 
Wretched, The 
Witch Hunter 
Xira Arien 
Yawgmoth Demon 


ICE AGE CARD LIST 


Starter Deck 
Starter Box 
Booster Pack 


Booster Box 
Complete Set 
Commons Not Listed 


Card Title 


Abyssal Specter 
Adarkar Sentinel 
Adarkar Wastes 
Aegis of the Meek 
Aggression 

Altar of Bone 
Amulet of Quoz 
Anarchy 

Arcum’s Sleigh 
Arcum’s Weathervane 
Arcum’s Whistle 
Ashen Ghoul 
Avalanche 
Balduvian Conjurer 
Balduvian Hydra 
Baton of Morale 
Battle Cry 

Binding Grasp 
Black Scarab 
Blinking Spirit 
Blizzard 

Blue Scarab 

Brand of Ill Omen 
Breath of Dreams 
Brushland 

Call to Arms 
Caribou Range 
Celestial Sword 
Centaur Archer 
Chaos Lord 

Chaos Moon 
Chromatic Armor 
Cold Snap 
Conquer 
Counterspell 
Crown of the Ages 
Curse of Marit Lage 
Dance of the Dead 
Deflection 
Demonic Consultation 
Despotic Scepter 
Diabolic Vision 
Dread Wight 
Dreams of the Dead 
Drift of the Dead 
Drought 

Dwarven Armory 
Earthlink 

Elder Druid 
Elemental Augury 
Elkin Bottle 
Enduring Renewal 
Energy Storm 
Essence Vortex 
Fanatical Fever 
Fiery Justice 

Fire Covenant 
Flame Spirit 
Flooded Woodlands 
Flow of Maggots 
Forbidden Lore 
Force Void 
Forgotten Lore 
Formation 
Freyalise Supplicant 
Freyalise’s Charm 
Freyalise’s Winds 
Fumarole 
Fyndhorn Bow 
Fyndhorn Elder 
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Color Rarity Price 


$2.00 
$1.00 
$1.00 
$1.00 
$5.00 
$2.00 
$1.00 
$1.00 
$4.00 
$1.00 
$3.00 
$3.00 


Card Title Color Rarity Price 
Arena $4.00 
Giant Badger $9.00 
Mana Crypt $13.00 
Nalathni Dragon $6.00 
Sewers of Estark $1.00 
Windseeker Centaur $6.00 


Color Rarity Price 


$2.00 
$1.00 
$7.00 
$2.00 
$1.00 
$2.00 
$2.00 
$1.00 
$1.00 
$1.00 
$1.00 
$2.00 
$1.00 
$1.00 
$3.00 
$1.00 
$1.00 
$1,00 
$1.00 
$6.00 
$3.00 
$1.00 
$2.00 
$1.00 
$7.00 
$2.00 
$4.00 
$2.00 
$1.00 
$3.00 
$3.00 
$3.00 
$1.00 
$1.00 
$2.00 
$4.00 
$3.00 
$1.00 
$6.00 
$1.00 
$3.00 
$3.00 
$3.00 
$1.00 
$1.00 
$1.00 
$2.00 
$2.00 
$3.00 
$3.00 
$3.00 | 
$7.00 | 


3.00 | 


Sibilant Spirit 


Card Title Color Rarity Price 
Fyndhorn Pollen G R $2.00 
ame of Chaos R R $2.00 
General Jarkeld WwW R $3.00 
Ghostly Flame M R $3.00 
Giant Trap Door Spider M U $1.00 
Glacial Chasm iB U $1.00 
Glacial Crevasses R Ri $2.00 
Glacial Wall Bl U $1.00 
Glaciers M R1_ $2.00 
Goblin Lyre A R1_ $3.00 
Goblin Mutant R U $1.00 
Goblin Snowman R U $1.00 
Gravebind Bk R1 $3.00 
Green Scarab Ww U $1.00 
Hallowed Ground WwW U $1.00 
Halls of Mist te Rt $2.00 
Hecatomb Bk RI $3.00 
Hematite Talisman A U $1.00 
 Hipparion Ww U $1.00 
Hot Springs G R1 $3.00 
Hurricane G U $1.00 
Hyalopterous Lemure Bk U $1.00 
Hydroblast Bl (@ $2.00 
Hymn of Rebirth M U $1.00 
Ice Cauldron A R1 $3.00 
Ice Floe L U $1.00 
Iceber; Bl U $1.00 
cequake Bry 0 $2.00 
Icy Manipulator A U $7.00 
icy Prison BI RI $3.00 
lusionary Presence Bl R1 $2.00 
lusionary Terrain Bl U $1.00 
llusions of Grandeur Bl R1 $3.00 
infernal Darkness Bk R1_ $2.00 
infernal Denizen BK RUE 52:00 
Infinite Hourglass A R11 $2.00 
Jester’s Cap A Red SLU5O 
Jester’s Mask A R $5.00 
leweled Amulet A U1. $1.00 
ohtull Wurm G U1 $1.00 
jokulhaups R R11. $5.00 
Justice W U $1.00. 
Karplusan Forest L R1_ $7.00 
Karplusan Giant R U $1.00 
Karplusan Yeti R Ri $3.00 
Kjeldoran Elite Guard Ww Ui 51.00. 
Kjeldoran Frostbeast M U1 $1.00 
Kjeldoran Knight WwW R $2.00 
Kjeldoran Phalanx WwW R $2.00 
Kjeldoran Royal Guard W R $5.00 
Jjeldoran Skycaptain W U1 $2.00 
Knight of Stromgald Bk Ul $3.50 
Krovikan Elementalist Bk U1 $1.00 
Krovikan Vampire Bk U1 $2.00 
Land Cap 1 R $3.00 
Lapis Lazuli Talisman A U1 $1.00 
Lava Tubes L R $3.00 
Leshrac’s Rite Bk UT S100) 
Leshrac’s Sigil Bk U1 $1.00 
Lhurgoyf G R $8.00 
Lightning Blow W RI $3.00 
Lim-Dail’s Hex Bk U $1.00 
Lost Order of Jarkeld WwW R11 $3.00 
Lure G U $1.00 
Maddening Wind G U $1.00 
Magus of the Unseen Bl R11. $2.00 
Malachite Talisman A U $1.00 
Marton Stromgald R R1_ $4.00 
Melee R U $1.00 
Melting R U $1.00 
Mercenaries W R $2.00 
Merieke Ri Berit M R $2.00 
Mesmeric Trance Bl RI $2.00 
Mind Warp Bie tiny iid) $1.00 
Mind Whi Bk Rid $2.00 
Minion of Leshrac Bk R1 $4.00 
Minion of Tevesh Szat Bk R1. $2.00 
Mole Worms Bk U $1.00 
Monsoon M R1 $3.00 
Mountain Titan M R11 $2.00 
Mudslide R Ri $2.00 
Musician Bl R1 $3.00 
Mystic Might Bl RI $3.00 
Nacre Talisman A U $1.00 
Naked Singularity A R $4.00 
Nature’s Lore. G Ul $1.00 
Necropotence Bey oR $6.00 
Oath of Lim-Dal Bk R $3.00 
Onyx Talisman A U $1.00 
Orcish Cannoneers R U $1.00 
Orcish Healer R Url $1200: 
Orcish Librarian R R1 $3.00 
Orcish Squatters R R1 $4.00 
Order of the Sacred Torch W R1 $4.00 
Order of the White Shield W U $2.00 
ale Bears G R $3.00 
entagram of the Ages A R $4.00 
hantasmal Mount Bl U $2.00 
it Tray A U $1.00 
olar Kraken Bl R $5.00 
0X Bk R $4.00 
yemy Allosaurus G R $3.00 
yroblast R C1. $2.00 
roclasm. R U $2.00 
eality Twist Bl R $3.00 
eclamation M R $4.00 
ed Scarab WwW Ul $1.00 
Ritual of Subdual G R1_ $2.00 
iver Delta L R $3.00 
uned Arch A R $2.00 
Sacred Boon W U1 $1.00 
Sea Spirit Bl Ul $1.00 
Seray WwW R1 $6.00 
Shield of the Ages A U1 $1.00 
Shyft Bl R $3.00 
Bl R1_ $4.00 


‘ICES SUBJECT TO.CHANGE - 


Card Title Color Rarity Price 
Silver Erne Bl U $1.00 
Skeleton Ship M R $4.00 
Skull Catapult A U1 $1.00 
Sleight of Mind Bl U $2.00 
Snow Fortress A R $3.00 
Snow Hound WwW U1 $1.00 
Snowblind G R $3.00 
Soldevi Golem A R $3.00 
Soldevi Machinist BI U1 $1.00 
Soldevi Simulacrum A U1 $1.00 
Soul Barrier BI U1 $1.00 
Spectral Shield M U1 $1.00 
Spoils of Evil Bk R $3.00 
Spoils of War Bk R $2.00 
Staff of the Ages A R $3.00 
Stampede G R1 $5.00 
Stench of Evil Bk U1 $1.00 
Stone Spirit R U1 $2.00 
Storm Spirit M Ri $6.00 
Stormbind M R1 $5.00 
Stromgald Cabal Bk Ri $4.00 
Stunted Growth G R1 $4.00 
Sulfurous Springs L R1 $7.00 
Sunstone A U1 $1.00 
Swords to Plowshares WwW U1 $2.00 
Thermokarst G U1 $2.00 
Thoughtleech G U1 $1.00 
Thunder Wall Bl U1 $1.00 
Timberline Ridge L Ri $3.00 
Time Bomb A R1 $4.00 
Total War R R1 $3.00 
Touch of Vitae G Ul $1.00 
Trailblazer G R1 $2.00 
Underground River L R1 $7.00 
Updraft Bl U1 $1.00 
Urza’s Bauble A U1 $1.00 
Veldt Ie R1 $3.00 
Venomous Breath G U1 $1.00 
Vertigo R U1 $1.00 
Vexing Arcanix A R1 $5.00 
Vibrating Sphere A RI $3.00 
Walking Wall A U1 $1.00 
Wall of Lava R Ul $1.00 
Wall of Pine Needles G Ul $1.00 
Wall of Shields A U1 $1.00 
War Chariot A U1 $1.00 
Whalebone Glider A U1 $1.00 
White Scarab WwW U1 $1.00 
Whiteout G U1 $1.00 
Wuteo G R1 $4.00 
Wind Spirit Bl U1 $1.00 
Wings of Aesthir M U1 $1.00 
Winter’s Chill Bl R1 $2.00 
Withering Wisps Bk U1 $1.00 
Word pr blastn R U1 $1.00 
Wrath of Marit tace Bl R1_ $3.00 
Yavimaya Gnats G U1 $1.00 
Zur’s Weirding Bl R1 $5.00 
Zuran Orb A U1 $3.00 


HOMELANDS CARD LIST 


Booster Pack 
Booster Box 
Complete Set 
Commons not listed 


Card Title 


Abbey Gargoyles 
ABther Storm 
An-Havva Constable 
An-Havva Inn 
An-Havya Township 
An-Zerrin Ruins 
Anaba Ancestor 
Anaba Spirit Crafter 
Apocalypse Chime 
Autumn Willow 
Aysen Abbey 

Aysen Crusader 
Aysen Highway 
Baki’s Curse 

Baron Sengir 

Beast Walkers 
Black Carriage 
Broken Visage 
Castle Sengir 

Chain Stasis 
Daughter of Autumn 
Death Speakers 
Didgeridoo 

Drudge Spell 
Dwarven Pony 
Dwarven Sea Clan 
Eron the Relentless 
Evaporate 

Faerie Noble 
Feroz’s Ban 

Forget 

Ghost Hounds 
Giant Oyster 
Grandmother Sengir 
Hazduhr the Abbot 
Heart Wolf 

Thsan’s Shade 

Trini Sengir 
Tronclaw Curse 
Joven’s Tools 
Koskun Falls 
Koskun Keep 
Leeches 

Mammoth Harness 


Color Rarity Price 


$1.00 
$1.00 
$3.00 
$1.00 
$1.00 
$2.00 
$2.00 
$2.00 
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‘ADVERTISEMENT 


Card Title Color Rarity Price 
Marjhan Bl 1 $3.00 
Mystic Decree Bl 1 $3.00 
Narwhal Bl 1 $3.00 
Orcish Mine 3 $2.00 
Primal Order 1 $5.00 
Rashka the Slayer 3 $1.00 
Retribution 3 $1.00 
Reveka, Wizard Savant 1 $3.00 
Root Spider 3 $1.00 
Roots 3 .00 
Rysorian Badger 1 $3.00 
Sea Sprite 1 3 $1.00 
Sea Troll 1 3 $1.00 
Sengir Autocrat k 1 $5.00 

1 

3 


Serra Aviary 

Serra Inquisitors 
Serrated Arrows 
Soraya the Falconer 
Spectral Bears 
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3 
Timmerian Fiends 1 $2.00 
Truce 1 $2.00 
Veldrane of Sengir k 1 $4.00 
Wall of Kelp 1 1 $2.00 
Willow Priestess 1 $3.00 
Winter Sky 1 $2.00 

3 


Wizards’ School 
ALLIANCES CARD LIST 


Booster Pack 
Booster Box 
Complete Set 
Commons Not Listed 


$149.95 
$99.95 
$.50 ea 


Card Title Color 


Arcane Denial 
Ashnod’s Cylix 
Balduvian Dead 
Balduvian Horde 
Balduvian Trading Post 
Bounty of the Hunt 


Browse $2.00 
Burnout $1.00 
Chaos Harlequin $2.00 
Contagion $1.50 
Deadly Insect $1.50 
Death Spark $1.00 


Diminishing Returns 
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Diseased Vermin .00 
Dystopia $4.00 
Elvish Bard $1.00 
Elvish Spirit Guide $1.50 
Energy Arc $1.00 
Exile $5.50 
False Demise $1.00 
Fatal Lore $3.00 
Feast or Famine $1.00 
Floodwater Dam $2.50 
Force of Will Bl $3.00 
Gargantuan Gorilla G $3.50 
Gorilla Shaman R $1.00 
Gustha’s Scepter A $1.00 
Hail Storm G $1.50 
Heart of Yavimaya L $5.50 
Helm of Obedience A $6.00 
Inheritance W $1.00 
Ivory Gargoyle WwW $6.00 
Juniper Order Advocate W .00 
Kaysa G $7.00 
Keeper of Tresserhorn Bk $5.00 
Kjeldoran Home Guard WwW $1.50 
Kjeldoran Outpost L $12.00 
Krovikan Horror Bk $3.00 
Krovikan Plague Bk -00 


Lake of the Dead 
Library of Lat-Nam 
Lim-Dal’s Paladin 
Lim-Dal’s Vault 
Lodestone Bauble 
Lord of Tresserhorn 
Misfortune 
Mishra’s Groundbreaker 
Misinformation 
Mystic Compass 
Nature’s Blessing 
Nature’s Chosen 
Nature’s Wrath 
Omen of Fire 
Phantasmal Sphere 
Phelddagrif 
Phyrexian Devourer 


Phyrexian Portal $3.00 
Pillage $4.50 
Primitive Justice $1.50 
Pyrokinesis $1.50 
Reprisal $1.00 


Ritual of the Machine 
Rogue Skycaptain 
Royal Decree 

Scarab of the Unseen 
Scars of the Veteran 


School of the Unseen $1.50 
Seasoned Tactician $1.50 
Sheltered Valley $3.00 
Shield Sphere $1.00 
Sol Grai $2.00 


Soldevi Digger 
Soldevi Excavations 
Soldier of Fortune 
Spiny Starfish 
Splintering Wind 
Storm Cauldron 
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Card Title 


Storm Elemental 
Stromgald Spy Bk 
Suffocation Bl 
Surge of Strength 
Sustaining Spirit 
Sworn Defender 
Thawing Glaciers 
Thought Lash 

Tidal Control 
Tornado 

Unlikely Alliance 
Urza’s Engine 
Varchild’s War-Riders 
Viscerid Drone 
Wandering Mage 
Whirling Catapult 
Winter’s Night 
Yavimaya Ants 


MIRAGE CARD LIST 


Starter Deck 
Starter Box 

Booster Pack 
Booster Box 
Complete Set , 
Commons not listed 


Card Title 


iss} 
ny 


Abyssal Hunter 
Acidic Dagger 
Afiya Grove 
Afterlife 

Aleator} 

Amber Prison 
Amulet of Unmaking 
Ancestral Memories 
Ashen Powder 
Asmira, Holy Avenger 
Auspicious Ancestor 
Bad River 

Barbed Foliage 
Barbed-Back Wurm 
Barreling Attack 
Basalt Golem 
Bazaar of Wonders 
Benthic Djinn 
Blighted Shaman 
Blind Fury 
Blinding Light 
Bone Mask 
Brushwagg 
Burning Palm Efreet 
Cadaverous Bloom 
Canopy Dragon 
Carrion 

Catacomb Dragon 
Celestial Dawn 
Cerulean Wyvern 
Chaosphere 
Charcoal Diamond 
Chariot of the Sun 
Cinder Cloud 
Circle of Despair 
Consuming Ferocity 
Coral Fighters 
Crimson Hellkite 
Crimson Roc 
Crypt Cobra 
Crystal Golem 
Crystal Vein 
Cursed Totem 
Cycle of Life 
Daring Apprentice 
Decomposition 
Delirium 
Discordant Spirit 
Dissipate 

Divine Retribution 
Dread Specter 
Dwarven Miner 
Early Harvest 
Elixir of Vitality 
Emberwilde Caliph 
Emberwilde Djinn 
Energy Bolt 
Energy Vortex 
Enlightened Tutor 
Ersatz Gnomes 
Ether Well 
Ethereal Champion 
Fallow Earth 
Favorable Destiny 
Femeref Archers 
Final Fortune 

Fire Diamond 
Flame Elemental 
Flash 

Flood Plain 
Floodgate 

Foratog 

Forbidden Crypt 
Forsaken Wastes 
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ICE AGE CARD LIST (cont.) ICE AGE CARD LIST (cont.) HOMELANDS CARD LIST (cont.) ALLIANCES CARD LIST (cont.) : 


Color Rarity 


CARA CHARCHARAAACCCC 


Color Rarity Price 


PROCOACCHCCOHCCCAAAACHCCRCACCAAAC COOH CECAGCCOACARAAACAAGCCCAA CACO CAAAAADCCARA 


Price 


NNANKWNANNNKNNKHKNNKHNNHN 


$8.95 
$69.95 
$2.95 
$69.95 
$169.95 
$.50 ea 


$3.00 
$2.00 
52,00 
1,00 
$1.00 
$2.00 
$2.00 
4.00 
53.00 
$4.00 
$2.00 
51.00 
$1.00 
$1.00 
$2.00 
1.00 
2.00 
$3.00 
51.00 
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Card Title 


Frenetic Efreet 
Goblin Scouts 
Goblin Soothsayer 
GrassLands 

Grim Feast 
Grinning Totem 
Hakim, Loreweaver 
Hall of Gemstone 
Hammer of Bogardan 
Harbinger of Night 
Harbor Guardian 
Harmattan Efreet 
Haunting Apparition 
Hazerider Drake 
Hivis of the Scale 
Horrible Hordes 
Igneous Golem 
Mllicit Auction 
Tilumination 
Infernal Contract 
Tron Tusk Elephant 
Jabari’s Influence 
Jolreal’s Centaur 
Jungle Patrol 
Jungle Troll 
Kaervek’s Hex 
Kaervek’s Purge 
Karoo Meerkat 
Kukemssa Pirates 
Lead Golem 
Leering Gargoyle 
Lion’s Eye Diamond 
Locust Swarm 
Lure of Prey 
Malignant Growth 
Mana Prism 
Mangara’s Blessing 
Mangara’s Equity 
Mangara’s Tome 
Marble Diamond 
Maro 
Meddle 
Melesse Spirit 

Mind Bend 

Mind Harness 
Mindbender Spores 
Mire Shade 

Misers’ Cage 

Mist Dragon 

Moss Diamond 
Mountain Valley 
Mtenda Griffin 
Mystical Tutor 
Natural Balance 
Nettletooth Djinn 
Nocturnal Raid 

Null Chamber 
Painful Memories 
Patagia Golem 
Paupers’ Cage 

Pearl Dragon 
Phyrexian Dreadnought 
Phyrexian Purge 
Phyrexian Tribute 
Phyrexian Vault 
olitical Trickery 
Polymorph 

Preferred Selection 
Prismatic Boon 
rismatic Lace 
sychic Transfer 
Purgatory 

Purraj of Urborg 
adiant Essence 
Rashida Scalebane 
avenous Vampire 
Reckless Embermage 
Reflect Damage 
Reign of Chaos 
Reign of Terror 
eparations 

Rock Basilisk 

Rocky Tar Pit 

Roots of Life 

Sacred Mesa 

Sand Golem 

Savage Twister 
Sawback Manticore 
Sealed Fate 

Seeds of Innocence 
Shadowbane 
Shallow Grave 
Shauku’s Minion 
Shauku, Endbringer 
Shimmer 

Sidar Jabari 

Sirocco 

Sky Diamond 

Soul Echo 

Soul Rend 

Spatial Binding 
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Color Rarity Price 


$6.50 
$2.00 
$1.00 
$1.00 
$3.00 
$7.00 
$3.00 
$5.00 
$14.00 
$3.00 


Card Title 


Spectral Guardian 
Spirit of the Night 
Stupor 
Subterranean Spirit 
Sunweb 

Superior Numbers 
Suq’ Ata Firewalker 
Tainted Specter 
Taniwha 

Teeka’s Dragon 
Teferi’s Imp 
Teferi’s Isle 
Telim’Tor 
Telim’Tor’s Darts 
Telim’Tor’s Edict 
Tidal Wave 
Tombstone Stairwell 
Torrent of Lava 
Tropical Storm 
Uktabi Wildcats 
Unerring Sling 
Unfulfilled Desires 
Unseen Walker 
Unyaro Bee Sting 
Unyaro Griffin 
Vaporous Djinn 
Ventifact Bottle 
Vigilant Martyr 
Vitalizing Cascade 
Volcanic Dragon 
Volcanic Geyser 
Waiting in the Weeds 
Warping Wurm 
Wave Elemental 
Wellspring 
Wildfire Emissary 
Windreaper Falcon 
Withering Boon 
Worldly Tutor 

Yare 

Zebra Unicorn 
Zhalfirin Commander 
Zirilan of the Claw 
Zombie Mob 
Zuberi, Golden Feather 


WwW 
Bk 
Bk 
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VISIONS CARD LIST 


Booster Pack 


Booster Box 
Complete Set 
Commons Not Listed 


Card Title Color Rarity Price 
Aku Djinn Bk R $2.00 
Anvil of Bogardan A R $4.00 
Archangel WwW R $8.00 
Army Ants M U $2.00 
Blanket of Night Bk U $1.00 
Bogardan Phoenix R R $5.00 
Brass-Talon Chimera A U $1.00 
Breathstealer’s Crypt M R $3.00 
Brood of Cockroaches Bk U $1.00 
Chronatog Bl R $3.50 
City of Solitude G R $8.00 
Coral Atoll L U $1.00 
Corrosion M R $3.00 
Creeping Mold G U $3.00 
Daraja Griffin Ww U $1.00 
Desertion Bl R $4.00 
Desolation Bk U $1.00 
Diamond Kaleidoscope A R $2.00 
Dormant Volcano L U $1.00 
Dragon Mask A U $1.00 
Dream Tides Bl U $1.00 
Elephant Grass G U $1.00 
Elkin Lair R R $4.00 
Equipoise WwW R $5.00 
Everglades 16; U $1.00 
Eye of Singularity WwW R $3.00 
Femeref Enchantress M R $3.00 
Firestorm Hellkite M R $7.00 
Flooded Shoreline Bl R $3.00 
Forbidden Ritual Bk R $4.00 
Foreshadow Bl U $1.00 
Goblin Recruiter R U $2.00 
Griffin Canyon 1G R $3.00 
Guiding Spirit M R $3.00 
Heat Wave R U $1.00 
Helm of Awakening A U $1.00 
Honorable Passage WwW U $2.00 
Hulking Cyclops R U $1.50 
Tron-Heart Chimera A U $1.50 
Juju Bubble A U $1.00 
Jungle Basin L U $2.00 
Kaervek’s Spite Bk R $3.00 
Karoo L U $1.00 
Katabatic Winds G R $3.00 
Kookus R R $5.00 
Kyscu Drake G U $1.00 
Lead-Belly Chimera A U $1.00 
Lichenthrope G R $4.00 
Lightning Cloud R R $3.00 
Longbow Archer WwW U $2.50 
Magma Mine A U $1.00 


FORA COCACOCCCACAACACCACCCCACACAACACAAA AAA CCAACAA 


Card Title Color Rarity Price 
Man-o’-War B C $2.00 
Matopi Golem A U $1.00 
Miraculous Recovery WwW U $1.00 
Mob Mentality R U $2.00 
Mundungu M U $1.00 
Natural Order G R $5.00 
Necromancy Bk U $2.00 
Necrosavant Bk R $3.00 
Nekrataal Bk U $4.00 
Ogre Enforcer R R $3.00 
Ovinomancer Bl U $2.00 
Peace Talks WwW U $1.00 
Phyrexian Marauder A R $3.00 
Pillar Tombs of Aku Bk R $6.00 
Prosperity Bl U $2.50 
Pygmy Hippo M R $4.00 
Quicksand i U $3.00 
Quirion Druid G R $4.00 
Rainbow Efreet BI R $7.00 
Relentless Assault R R $9.00 
Relic Ward W U $1.00 
Retribution of the Meek W R $4.00 
Righteous War M R $4.00 
Rowen G R $4.00 
Sands of Time A R $4.00 
Scalebane’s Elite M U $1.00 
Shimmering Efreet Bl U $1.00 
Simoon M U $1.00 
Snake Basket A R $6.00 
Spitting Drake R U $2.50 
Squandered Resources M R $6.00 
Stampeding Wildebeests G U $2.00 
Suleiman’s Legacy M R $3.00 
Summer Bloom G U $1.50 
Suq’ Ata Assassin Bk aU $1.00 
Talruum Piper R U $1.00 
Teferi’s Honor Guard WwW U $1.00 
Teferi’s Puzzle Box A R $5.00 
Teferi’s Realm Bl R $3.00 
Tempest Drake M U $2.50 
Three Wishes Bl R $3.00 
Time and Tide Bl U $1.00 
Tin-Wing Chimera A U $1.00 
Tithe WwW R $7.00 
Triangle of War A R $3.00 
Uktabi Orangutan G U $2.50 
Undiscovered Paradise ie, R_ $16.00 
Vampiric Tutor Bk R_ $11.00 
Vampirism Bk U $1.50 
Viashino Sandstalker R U $3.00 
Viashivan Dragon M R $5.00 
Wand of Denial A R $5.00 
Waterspout Djinn Bl U $1.00 
Wind Shear G U $1.00 
Zhalfirin Crusader W R $6.00 


WEATHERLIGHT CARD LIST 


Booster Pack 


Booster Box 
Complete Set 
Commons Not Listed 


“IGUANA’S MAGIC PRICE GUIDE + ORDER NOW CALL 888-8-GUANA 


Card Title Color Rarity Price 
Abduction Bl U $2.00 
Abeyance WwW R $13.00 
Aboroth G R $3.00 
ABther Flash R U $3.00 
Agonizing Memories Bk U $1.00 
Alabaster Dragon WwW R $8.00 
Ancestral Knowledge Bl R $8.00 
Arctic Wolves G U $1.50 
Argivian Find WwW U $1.50 
Argivian Restoration Bl U $1.00 
Aura of Silence WwW U $1.00 
Avizoa Bl R $5.00 
Barishi G U $1.50 
Bone Dancer Bk R $6.00 
Bésium Strip A R $4.00 
Bubble Matrix A R $7.00 
Buried Alive Bk U $1.00 
Call of the Wild G R $8.00 
Chimeric Sphere A U $1.50 
Cinder Giant R U $1.00 
Circling Vultures Bk U $1.00 
Cloud Djinn Bl U $1.50 
Cone of Flame R U $1.50 
Debt of Loyalty WwW R $5.00 
Dense Foliage G R $5.00 
Desperate Gambit R U $1.00 
Dingus Staff A U $2.50 
Doomsday Bk R $6.00 
Downdraft G U $1.00 
Dwarven Thaumaturgist R R $5.00 
Ertai’s Familiar Bl R $6.00 
Fallow Wurm G U $1.00 
Familiar Ground G U $1.50 
Fervor R R $4.00 
Festering Evil Bk U $1.00 
Firestorm R R $8.00 
Foriysian Brigade WwW U $1.00 
Fungus Elemental G R $4.00 
Gaea’s Blessing G U $3.00 
Gallowbraid Bk R $4.00 
Gemstone Mine L U $6.00 
Gerrard’s Wisdom WwW U $1.00 
Goblin Bomb R R $7.00 
Goblin Grenadiers R U $1.00 


Card Title 


Harvest Wurm 
Heart of Bogardan 
Heat Stroke 
Hidden Horror 
Hurloon Shaman 
Infernal Tribute 
Tnner Sanctum 
Jabari’s Banner 
Lava Hounds 
Liege of the Hollows 
Llanowar Behemoth 
Lotus Vale 

Mana Web 
Maraxus of Keld 
Master of Arms 
Mischievous Poltergeist 
Mistmoon Griffin 
Morinfen 
Mwonvuli Ooze 
Nature’s Resurgence 
Necratog 

Noble Benefactor 
Null Rod 

Odylic Wraith 
Orcish Settlers 
Paradigm Shift 
Peacekeeper 
Pendrell Mists 
Phantom Warrior 
Phyrexian Furnace 
Psychic Vortex 
Relearn 

Revered Unicorn 
Roc Hatchling 
Rogue Elephant 
Scorched Ruins 
Serenity 

Serra’s Blessin, 
Serrated Biskelion 
Southern Paladin 
Steel Golem 
Strands of Night 
Straw Golem 
Sylvan Hierophant 
Tariff 

Teferi’s Veil 

Thran Forge 

Thran Tome 
Thundermare 
Timid Drake 
Tolarian Entrancer 
Tolarian Serpent 
Touchstone 
Tranquil Grove 
Urborg Justice 
Urborg Stalker 
Veteran Explorer 
Vodalian Illusionist 
Volunteer Reserves 
Wave of Terror 
Well of Knowledge 
Winding Canyons 
Xanthic Statue 


TEMPEST 


Booster Pack 
Booster Box 
Starter deck 
Starter box 
Complete Set 


Pe>wWOOWEW <em> COOM> seAwAAO 


Bl 


Commons Not Listed 


Card Title 


Abandon Hope 
Altar of Dementia 
Aluren 

Ancient Tomb 
Ancient Runes. 
Angelic Protector 
Apes of Rath 
Apocalypse 
Armor Sliver 
Auratog 
Avenging Angel 
Barbed Sliver 
Bellowing Fiend 
Benthic Behemoth 
Boil 

Booby Trap 
Bottle Gnomes 
Bounty Hunter 
Caldera Lake 
Canyon Drake 
Carrionette 
Chaotic Goo 
Charging Rhino 
Chill 

Choke 

Cinder Marsh 
Coffin Queen 
Cold Storage 


Commander Greven il=Vec 


Corpse Dance 
Counterspell 
Crazed Armodon 
Cursed Scroll 
Dauthi Embrace 
Dauthi Ghoul 


Bk 
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Color Rarity Price 


$2.00 
$8.00 
$3.00 
$1.50 
$1.00 
$4.00 
$3.00 
$1.50 
$2.50 
$3.00 
$1.50 
$14.00 
$3.50 
$5.00 
$1.00 
$1.00 
$1.00 
$5.00 
$3.00 
$7.00 
$3.00 
$1.50 
$7.00 
$1.50 
$2.00 
$6.00 
$6.00 
$6.00 
$1.50 
$2.50 
$5.00 
$2.50 
$2.00 
$1.00 
$2.00 


$279.00 
$.75 ea 


COAAOAAAACCCCAAAARCWCAACAACACCCCAAC 


Color Rarity Price 


$1.00 
$6.00 
$8.00 
$1.00 
$1.00 
$2.00 
$1.00 
$6.00 
$1.00 
$4.00 
$4.00 
$1.00 
$2.00 


a MIRAGE CARD LIST (cont.) MIRAGE CARD LIST (cont.) VISIONS CARD LIST (cont.) WEATHERLIGHT CARD LIST (cont.) 


Color Rarity Price 


PRICES SUBJECT TOCHANGE = 


ADVERTISEMENT 


Card Title 


Dauthi Mercenary 
Dauthi Mindripper 
Deadshot 

Death Pits of Rath 
Dismiss 

Dirtcowl Wurm 
Dracoplasm 

Dread of Night 
Dregs of Sorrow 
Duplicity 

Echo Chamber 
Eartheraft 
Eladamris Vineyard 


"Eladamris, Lord of Leaves” G 


Elven Warhounds 
Emerald Medallion 
Emmessi Tome 
Energizer 
Enraging Licid 
Ertais Meddling 
Escaped Shapeshifter 
Essence Bottle 
Excavator 
Extinction 
Fevered Convulsions 
Field of Souls 
Firefly 
Flailing Drake 
Flickering Ward 
Fighting Drake 
Flowstone Salamander 
Flowstone Sculpture 
Flowstone Wyvern 
Fool's Tome 
Fugitive Druid 
Furnace of Rath 
Fylamarid 
Gallantry 
Gerrard's Battle Cry 
Goblin Bombardment 
Grindstone 
Ghost Town 
Hanna's Custody 
Hand to Hand 
Harrow 
Havoc 
Heartwood Giant 
Heartwood Trefolk 
Helm of Possession 
Horned Sliver 
Humility 
mp's Taunt 
Insight 
Interdict 
) Intuition 
Invulnerability 
Jackal Pup 
et Medallion 
Jinxed Idol 
Kezzerdrix 
Knight of Dawn 
night of Dusk 
Krakilin 
Leeching Licid 
Legacy's Allure 
Legerdemain 
Light of Day 
Living Death 
Lobotomy 
Lotus Petal 
Maddening Imp 
} Magmasaur 
Magnetic Web 
Mana Severance 
+ Marble Titan 
§ §=Maze of Shadows 
/ Mawcor 
) Meditate 
Mindwhip Sliver 
Minion of the Wastes 
Mirris Guile 
Mogg Hollow 
Mneumonic Sliver 
Mogg Cannon 
Mogg Squad 
Mongrel Pack 
Nature's Revolt 
Needlestorm. 
No Quarter 
Nurturing Licid 
Opportunist 
Oracle En Vec 
Orim's Prayer 
"Orim, Samite Healer" 
Overrun 
Pallimund 
atchwork Gnomes. 
erish 
Pearl Medallion 
egasus Refuge 
hyrexian Grimoire 
Phyrexian Hulk 
hyrexian Splicer 
ine Barrens 
Precognition 
ropaganda 
ippet Strings 
Quickening Licid 
ain of Tears 
anger En- Vec 


Color Rarity Price 


$1.00 
$1.00 
$4.00 
$8.00 
$2.50 
$6.00 
$5.00 
$2.00 
$7.00 
$2.50 
$4.00 
$7.00 
$10.00 
$7.00 
$2.50 
$6.00 
$6.00 
$7.00 
$1.00 
$4.00 
$4.00 
$1.00 
$1.00 
$4.00 
$4.00 
$6.00 
$1.00 
$1.00 
$2.50 
$1.00 
$1.00 
$5.00 
$3.00 
$6.00 
$3.00 
$7.00 
$1.00 
$1.00 
$3.00 
$2.50 
$8.00 
$1.00 
$4.00 
$5.00 
$1.00 
$1.00 
$3.00 
$1.00 
$6.00 
$2.00 
$8.00 
$1.00 
$1.00 
$1.00 
$5.00 
$1.00 
$2.50 
$6.00 
$5.00 
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"ICES SUBJECT TO.CHANGE 


Card Title Color Rarity Price 
Rathi Dragon R $12.00 
Reanimate Bk $1.00 
Reap G $1.00 
Renegade Warlord R $1.00 
Reflecting Pool i $14.50 
Repentance WwW $1.00 
Reckless Spite Bk $1.00 
Recycle G $7.00 
Rootwater Diver Bl $1.00 
Rootwater Matriarch Bl $5.00 
Rootwater Shaman Bl $4.00 
Rootwater Depths L $1.00 
Root Maze G $4.00 
Ruby Medallion A $6.00 
Sacred Guide WwW $5.00 
Sapphire Medallion A $9.00 
Safeguard W $4.00 
Salt Flats L $7.00 
Scabland E $7.00 
Sarcomancy Bk $4.00 
Scalding Tongs A $5.00 
Scragnoth G $2.00 
Scorched Earth R $6.00 
Screeching Harpy Bk $1.00 
Scroll Rack A $9.00 
Serene Offering M $1.00 
Segmented Wurm M $1.00 
“Selenia, Dark Angel” M $8.00 
Searing Touch R $1.00 
Shadowstorm R $1.00 
Shocker R $8.00 
Skyshroud Condor Bl $1.00 
Skyshroud Forest $7.00 
Skyshroud Vampire $1.00 
Sky Spirit $1.00 
Souldrinker $1.00 


Soltari Crusader 
Soltari Emissary 
Soltari Guerillas 
Soltari Monk 

Soltari Priest 
Spontaneous Combustion 
Spirit Mirror 

Starke of Rath 
Staunch Defenders 
Static Orb 

Stalking Stones 

Steal Enchanment 
Stinging Licid 

Storm Front 

Sudden Impact 
Tahngarths Rage 
Telethopter 
Thalalsos Dreamsower 
Thalalsos Lowlands 
Thumbscrews 

Time Warp 

Tooth and Claw 
Torture Chamber 
Tradewind Rider 
Trumpeting Armodon 
Unstable Shapeshifter 
Verdant Force 
Verdigris 
Vhati-il-Dal 

Vec Townships 
Warmth 

Wasteland 

Watchdog 

Whim of Volrath 
Whispers of the Muse 
Wind Dancer 

Winds of Rath 
Winter's Grasp 

Wild Wurm 

Wood Sage 

Worthy Cause 

Acidid Sliver 


STRONGHOLD 


Booster Pack 
Booster Box 


Preconstructed Box 


Complete Set 
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Commons Not Listed 


Card Title 


Amok 
Awakening 
Bottomless Pit 
Bullwhip 
Burgeoning 
Calming Licid 
Carnassid 
Constant Mists 
Contemplation 
Convulsing Licid 
Corrupting Licid 
Croyax the Cursed 
Crystalline Sliver 
Dauthi Trapper 
Dream Halls 
Elven Rite 
Ensnaring Bridge 
Evacuation 
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$1.00 ea 


Color Rarity Price 


$2.00 
$4.00 
$2.00 
$1.00 
$4.00 
$1.00 
$3.50 
$1.00 
$1.00 
$1.00 
$1.00 
$3.50 
$1.00 
$1.00 
$9.00 
$2.00 
$9.00 
$6.00 


APACACGACCCCACACCAD 


Card Title 


Fanning the Flames 
Flame Wave 
Flowstone Hellion 
Flowstone Mauler 
Gliding Licid 

Grave Pact 
Heartstone 

Heat of Battle 
Hermit Druid 
Hesitation 
Hibernation Sliver 
Hidden Retreat 
Horn of Greed 
Hornet Cannon 
Intruder Alarm 
Invasion Plans 
Jinxed Ring 
Lancers en-Kor 
Mask of the Mimic 
Megrim 
Mindwarper 
Mindpeel 

Mogg Infestation 
Mogg Manaic 
Mortuary 

Mox Diamond 
Portcullis 

Primal Rage 

Pursuit of Knowledge 
Ransack 

Rebound 

Reins of Power 
Revenant 

Rolling Stones 
Runination 

Sacred Ground 
Scapegoat 

Shaman en-Kor 
Shard Phoenix 
Shifting Wall 

Sliver Queen 

Silver Wyvern 
Skeleton Scavengers 
Soltari Champion 
Spike Breeder 
Spike Feeder 

Spike Soldier 
Spined Sliver 
Spitting Hydra 
Stronghold Assassin 
Stronghold Taskmaster 
Sword of the Chosen 
Temper 

Thalakos Deceiver 
Verdant Touch 
Victual Sliver 
Volrath’s Gardens 
Volrath’s Laboratory 
Volrath’s Stronghold 
Volrath’s Shapeshifter 
Walking Dream 
Wall of Blossoms 
Wall of Essence 
Wall of Razors 
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Color Rarity Price 


COA AA RACAACA CAR CCOCARAAADACAADCAAAAACCACAAACACACCCAAR CAA CCACCAAACACCG 


Card Title Color Rarity Price 


Wall of Souls Bk 


Ue. $2.00 
Wall of Tears Bl U 
Ww R 
U 


$2.00 
$8.00 
$1.00 


Warrior Angel 
Warrior en-Kor 


Iguana’s Comic Book Cafe 
123 N. Linn, STE 1-A 
lowa City, lowa 52245 
Toll Free 1-888-844-8262 
Phone: 319-338-0086 
Fax: 319-338-1663 


Placing An Order 

* Order may be placed over the phone, by fax, 
by email, or through the mail. Our phone num- 
ber is 319-338-0086. Our email address is 
cards@iguana-cbc.com. If you are placing an 
order by mail complete this form or a facsimile 
and return it to us. 

* We accept Money Orders, Checks, Visa, 
MasterCard, & Discover. When paying by check, 
orders will be held until the check clears. Most 
other orders are shipped within 24 hrs. 

* Payments for international orders may be made 
by Credit Card or by International Money 
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* No C.0.D.s, 

* Figure postage separately for items not ship- 
ping together. ' 
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Two brothers locked in confl ct. 


“Jeff Grubb 


has captured 
the excitement 
of the game 

in this tale of 
magic, intrigue, 
_ betrayal.” 


- Margaret Weis 


“#0-7869-1170-0 
tilable May 


Published by WIZARDS. OF THE 
the MAGic: THE GATHERING® storyline: 

This new novel reveals the origins a Urza and NASH and details how ‘heii 
violent conflicts created the fundamentals of the MAcic® multiverse. You have the 
cards. you know the game. now read the book that explains it all. 

Penned_ by fantasy master Jett Grubb, this book is a must-have for any MAGIC 
player or collector. 

The future of the MAcic world begins in the past. with The Brothers’ War. 


Look for it at book and game stores this spring. : 


LGIC Wizards 


The Gathering® » O£€ THE COAST® 
Customer Service: (206) 624-0933 ¢ www.wizards.com 


Reaims are registered trademarks owned by TSR, Inc. 


Wizards of the Coast, Magic. Magic: The Gatherin 


on oe ee. director at 
Steve Jackson Games (no relation), 
_ confirms the modern truism: “On the 
World Wide Web, every company is 
the same size. But,” he adds, holding 

thumb a ee close together, ‘ ‘they're all this big.” 
This may explain the Web’s curious bottom-up infil- 
tration of the gaming industry. Initially, the Internet 
attracted small, publicity-hungry companies with near- 
_ zero advertising budgets. In 1993, the only publishers 
_ with their own nodes and netreps were SJ Games and an 
ambitious six-person startup called Wizards of the Coast. 
Gradually, larger companies sidled gingerly onto the 
Web. When TSR finally went online in late 1996, 
that left just one major holdout. West End Games 
no longer calls the Web a fad, but now says it lacks 

staff to maintain a company page. 

Atlas Games (three employees) considers its Web page 
too important to neglect. “We generally update it twice a 
month, sometimes more if things change,” says market- 
ing director Link Martineau. Through the Web, Atlas 
reaches customers at a time when distributors seem increasingly 
careless regarding small companies. “We've had plenty of email 
and calls from people who found out from our website that 


tread dt ir. g 


Inside the. 
Industry 


something i is available,” Martineau relates, " ‘after ey being 
told it was out of print.” 

Some larger publishers throw hee catalog on oe Web and 
forget it, but others use it for targeted marketing. In a recent Pre- 
views article, Decipher marketing VP Carol Wisely writes, “It’s _ 
all about creating community.... [he most visited part of our site 
(after the daily What’s New? feature) is the set of community 
bulletin boards. Tens of thousands of messages are posted every 
day.” Decipher’s superb site, the savviest in the industry, gets 
nearly a million hits daily. The company broadcast December's 
Star Wars World Championship live over the Web. “We nourish 
[customers’] need for the cards and for interaction with a 
who share their passion,” Wisely says. “That’s powerful support.” 


"It's all about hg hel 
COMMUN) ity cone ge Wisely, Decipher, Ine. 


‘The Web audience is not the whole audience (yet). But pub- 
lishers hoping to foster community shouldn't ignore it. This vir- 
tual audience exists physically, too, they log off, go to the game 
store, and spread the gospel they get online. With so many ready 
missionaries, more pub- 
lishers ought to get that 
new-time online religion. APVarneyvGeol.e om> 


@0060006006¢000000600006000000000%0 


the SubGenius (“a religion masquerading 
as a joke masquerading as a religion’), 


“Spawn of Morgoth.” Too bad he attracts 
only low-grade orc and troll followers. In 


hens Predator (Harper- 
Prism, New York City): A 
125-card expansion based 
_on Alien Resurrection (but 
also including new Predator cards) is ten- 
tatively scheduled for late summer, and a 
second expansion should follow by year's 
end. The original game’s creators, Prece- 
dence, won't be involved, and Harper- 
Prism has not selected a designer. 
<hprismecg @ aol.com>; <www.harperprism.com/cce> 


S! Muminatu New World Order 
(Steve Jackson Games, Austin, [X): 
Steve Jackson's 100-card standalone. 
compatible SubGenius ($16.95) shipped 
in April. Licensed from the Church of 


SubGenius includes rules that make each 
player a different Church faction fighting 
for control, money, and Slack. The Rev. 
Ivan Stang provided computer-generated 
art. In July SJG will reprint the original, 
non-collectable Iuminati with a major 
graphic overhaul. The next expansion, 
tentatively planned for November, has 
the working title Bavarian Fire Drill. 
<sjgames @io.com>; <www.sjgames.com= 


© Middle-earth: The Wizards 
(Iron Crown Enterprises, Charlottesville, 


VA): The Balrog is still on track for June _ 


(100+ cards, 12-card boosters with two 
rares, $3.25). Moria’s infernal denizen 
gets several manifestations and lots of 


_ monstrous First Age hazards called _ 


late June or July expect a 64-page Balrog 
Players Guide hot on the expansion's 


_ demonic heels. Also in June (busy 


month), Steve Arensbere’s third Middle- 
earth sites and scenarios booklet, tenta- 
tively titled Dragons & Dwarves, covers 
the Rhovanion region. I.C.E. will show 
prototypes of its forthcoming Middle- 
earth Battle Systems miniatures game and 
the Elrond’s House board game (see 
“Previews on next page) at Origins. 


__ Sice @ironcrown.com>; <www.ironcrown.com> 


15) Shadowrun (FASA Corporation, 
Chicago): The Corp War expansion will 
appear in late July (15-card boosters, 

$2.95). Based on the roleplaying game's 


Blood in the Boardroom adventure and 
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playable” a of the box but also compati- 
. ble with the original game. _ 
aii: com>; <www.decipher.com= 


iC} Star More cce Ce: The 

volatile Star Wars schedule suddenly added 
a ‘Second Anthology boxed set that was to 

_ ship in April ($32). The 800-card storage 

box holds two Dagobah, two Cloud City, 

_ and ight Unlimited boosters plus a revised 
rulebook and six white-border preview 
cards from Special Edition, Endor, and 

Death Star, Another abrupt addition 
should also be out now—an Official Tour- 


and Aechnology Multiple versions of 
each corp’s headquarters reflect different 
locations; each HQ has game-wide effects 
and permits corporate maneuvering 
through the play of corp-specific age: 
cards. Several cards introduce new SR 
characters who will figure as movers an | 
shakers in the RPG's fiction, 
<FASAlnfo @ aol. oy sw. lisacon> 


_ boosters, ne New Hope booster, and a new 
_18-card packet designed to improve the 
game’s dismal sealed-deck play. Priced at 
_$15-20 (like the Star Trek product 

d scribed above), the set is sold in a 300- 
card -capacity storage box with one of six 
different designs (Luke, Leia, C-3PO, 
Darth Vader, Jabba, or Boba F ett). 

_ In summer expect. the third Introductory 
Two-Player Game distributed by Parker 
Brothers and based on Return of the Jedi. It 
looks like the Special Edition expansion is 
up 16 (probably autumn), with cards 
drawn from the new pes and characters 
introduced i in last year’s re-release of what 
Lucasfilm now calls the “classic” ey, 


© Star Trek ccG Dds Norfolk 
VA): The Official Tournament Sealed Deck 
set may be out now ($15-20) ‘featuring iv 
boaster packs (four from the Premiere edi- 
tion and one from Alternate Universe) n a 
new 20-card fixed set that enhances tor 
nament play. The set is sold in a 300 ca 
storage box with one of six designs 

ation, Klingon, Romulan, Borg, Carda 

ian, or Bajoran). Deep Space Nine (due th 
summer) will feature 60- ee start 
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nament Sealed Deck set with four. Unlimited j 


before spring 1999. This completes what 
Decipher president Warren Holland calls 
the “first pass’ through the trilogy. He 
adds, We re just getting started. Our art 
department pulled 600 images from the 
Cloud City section of The Empire Srrikes 
Back alone, and we used only 180 in the 
Cloud City expansion... In the years 
ahead, you will see new cards covering 
gameplay from all parts of the films.” Deci- 
pher has not yet decided whether the game 
based on the new Star Wars prequel trilogy 


_ will be compatible with the existing game. 


In any case, the cards cannot (and will not) 
appear until after the movie debuts in May 
1999. <CCGCustomerService @ decipher.com>; 
<www.decipher.com> 


previews _ 


_ © Elrond's House (Iron Crown): This 


board game, designed by Steve Arensberg, 


_uses freely adapted Middle-earth: The 


Wizards cards to target a broader audience 


than the complex TCG. Four players 


become Tolkien characters who visit sites 
across Middle-earth in order to carry out 
missions for Elrond, Six scenarios use dif 
ferent boards and victory conditions; most 


_ games last about two hours. “It’s not a baby 
_ game,’ says I.C.E.’s Mike Reynolds. “It’s 


more for roleplayers. We've put tons of time 


“into it.” Originally scheduled for June, 


Elrond’s House is now planned for later in 
the ee ps <www.ironcrown.com= 


6 Cs (Atlas anes Roseville, 


_ MN): Now that Atlas has sold over 20,000 
_ copies of Lunch Money, the company is 
building i its non-collectable card game line 


with Spammers (previewed last month) and 
September's Corruption, a satirical game for 


two to four players from French designer 

_ Bruno Faidutti (Knightmare Chess). Play- 

_ ers run construction companies and attempt 
to secure big-money government contracts 
through bribery. Players use reporter, assas- 


sin, and judge cards to stop opposing bribes. 


_ Simple but strategic, Corruption resembles 
_ Avalon Hill’s Acquire, Format was not set 
_at press time; price should be around 
$24.95. <AtlasGames @ aol.com>: 


‘<members.aol.com/atlasgames/ > 


‘Tf there's a bright center to the universe, youre on the planet that its farthest from.” 
—Luke Skywalker, describing Tatooine 


atooine sees a lot of action for a backwater planet. A major location in 

both Star Wars and Return of the Jedi, this desert world also features 

prominently in the new Episode One. Perhaps it is Tatooine’s remoteness 

that makes it so popular as a hideout for gangsters and criminals. After 

all, when you're looking to establish a base for your crime syndicate, there 

are three factors to take into consideration: location, location, and location. So 

whether you're wandering the Jundland Wastes or buying a drink in the local space- 

port, youre bound to encounter some unsavory type who has the death sentence on 
twelve systems and doesn’t like you, either. 

Decipher’s newest expansion for the Star Wars CCG, Jabba’s Palace, focuses on 
the best-known crimelord of them all, the slug-like Jabba the Hutt. Decipher also 
announced recently that in addition to an all-new game based on the prequels (see 
sidebar), the company is also licensed to create cards after the 1999 release of Episode 
One—one of the few current licensees who may do so. 

These releases will definitely cover the Shadows of the Empire story as well as sev- 


eral recent novels and video games. In a recent 


interview, lead Star Wars designer Jerry 
Darcy was able to throw us a few Krayt 
Dragon bones about what to expect in 
the new set and what the future 


holds for the Star Wars CCG. 
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AN INTERVIEW 
WITH THE DESIGNER 


Duelist: Several characters will no doubt 
reappear in Jabba’s Palace in new forms. 
Should we expect new versions of any main 
characters—a Jedi Luke, for instance? 

Jerry Darcy: Hmmmm. I can say that 
there will be a new main or two in the set. 


There have been numerous references to char- 
acters ‘disguising’ themselves for entry into 
Jabba’s Palace. Care to elaborate? How will 
the disguise mechanic work? 

It will not be a mechanic all to itself. The 
current “disguising” that we have in the 
set plays off of the Undercover mechanic 
already developed in the game. There are 
two cards that are disguised or disguising 
cards: Tamtel Skreej and A Gift (these are 
working titles). 


It seems that whenever a new Star Wars 
expansion 1s released, theres grumbling about 
how it favors one side of the Force over the 
other. Which side gets more new characters 
out of Jabba’s Palace? 

It’s pretty close. They're within a couple 
cards of one another. Right now, Dark’s 
ahead by a Nikto and a Skrilling. 


That’ tantalizing. How about dropping a 
few ather card names? 
Jabba, Bib Fortuna, Salacious Crumb, 
Ephant Mon, Ree-Yees, and all the other 
aliens you can remember from the first 
third of Return of the Jedi will be in this 
set. One of my favorite new cards is cur- 
rently called Scum and Villainy. Like 
Dark Deal and Echo Base Operations, 
this card gives you a “theme” for your 
crime syndicate deck. 

Another card that I believe will have a 
very significant impact on gameplay is 
called Resistance (and its Light side 


trad4. 0g 


Se oe These cards 
dramatically i increase the potential for 
interaction in the game. I believe we're 


going to see an entirely new tournament 


scene as the result of these cards. 


_ Twi’Lek Advisor and The Signal will 


also do a lot to change the current deck 
themes out there. 

Tm excited about a lot of the new 
gameplay we have coming out in this set, 


_and I think players will be very pleased 


with what’s in store for them. 


ot to Be 
Traveled Lightly 
Both the Premiere se¢ and the New Hope 
expansion covered a lot of ground on Luke 
Skywalker’ homeworld, and now Jabba will 
cover even more. Will the new Tatooine loca- 
tions be separated from the old in any way, 
perhaps making them harder to reach? 
They'll be distinct from the other 
Tatooine sites. There will be Jabba’s Palace 
sites as opposed to “regular” Tatooine 
sites, though they will still be considered 
‘Tatooine sites. 


Not too many starships in the first part of 
ROT]. Do you think this could be considered 
primarily a site-based expansion? 

It does center mostly on the ground, but 
we've got several new systems coming out 
to offset this. 


The Cloud City rules mentioned that the 
Jabba’s Palace: Dungeon location was the 
third prison site to be introduced in the game. 
Are any other prisons planned, or 1s the Dun- 
geon the last well see? 

I don’t want to say that it'll be the last 
you'll see, but we do not currently have 
plans for another one. 


One of Jabba’. favorite ways to dispose of his 
enemies 1s to take them to the Great Pit of 
Garkoon and drop them into the monstrous 
Sarlacc. What is the Sarlacc—a location, a 
creature, both, or neither? 

It’s a little of both. The Sarlacc is a crea- 
ture, but it’s confined to one site as its 
habitat. While this does seem limiting, 
you get quite a benefit from feeding your 
captives to the Sarlacc. 


Jabba's Palace definitely 
has an “aliens only” feeling to 1t. 


Star Wars games can often ee wildly 


from what took place in the movies. What 


steps are you taking, if any, to preserve the 
story arc of the films—for example, making 
it harder to play Tarkin or Obi-Wan at 
Jabba’s Palace? 

Several. Jabba’s Palace definitely has an 
“aliens only” feeling to it. 


Hibernation sickness can strike the best of us. 
Will there be any special mechanics related to 
‘thawing out” Han? 

In the Carbon Freezing rules in Cloud 
City, we gave you built-in ways to thaw 
out your rescued captives, and we haven't 
done anything to make that redundant. 


The past two expansions have been rife with 
Dark side bounty hunters. Will bounty hunt- 
ing be expanded further in Jabba’s Palace? 
Yes. We've got several new bounty hunters 
in addition to some new ways of captur- 
ing. It should give those bounty hunting 
decks out there quite a boost. 


How much impact will the backstory of the 
palace from the novels (the Bomarr Monks, 
etc.) have on the set, if any? 

It had quite a bit actually. We looked at 
the stories for both the lore and the 
gameplay of some of the aliens. For 
example, in discovering that Hermi Odle 


was a weapons master for Jabba, we gave 
him “pro-weapon” game text. We did a 
lot of research to make sure that we were 
either supporting—or at least not contra- 
dicting—what came in the novels. 


ar, Far Away 

cee of novels, word 1s that Deter 1s 
now licensed to create cards based on “non- 
canonical” works such as Shadows of the 
Empire. What other Lucasfilm properties 
will you be able to exploit? 

As Warren Holland (Decipher CEO) 
said in a recent press release, we'll be able 
to draw from the novels, computer 
games, and more. | think it will be very 
interesting to see what comes out of these 
properties. Warren also said that our 
additional products would continue to be 
based primarily on the movies (i.e., don’t 
expect a Jedi Academy Trilogy expansion), 
with the additional properties worked 
into new expansions. This is in keeping 
with what we've done in the past—such 
as the TIE Scout, the Punishing One, and 
other created images. 


Will the images be entirely computer graphic 
images, like the ships you just mentioned? 
Will any artwork be used? 

The members of our creative staff that 
make computer graphic images are defi- 
nitely artists of the highest caliber. They 
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simply use computers and software instead 
of paint and canvas. We will continue to use 
their talents to create new images based on 
concepts from the Star Wars universe. If you 
mean artwork on a more conventional level 
(paintings on canvas), I doubt that we'll use 
any. On the other hand, fans of our Star Trek 
CCG will remember the card Persistence of 
Memory which used the Salvador Dali 
painting, so I suppose anything’s possible. 


Will any of these new extended sets be intro- 
duced before the final ROT] installment, Death 
Star? 

Unknown. However, there will be product 
after Death Star, so it will be coming sooner 
or later. 


Secrecy no doubt surrounds all of these new 
properties, but is there any chance you could give 
us some possible card names? 

At this time, no. However, it would be hard 
to do cards from Shadows of the Empire with- 
out including Prince Xixor, Guri, Dash Ren- 
dar, and the other new characters introduced 
there. Similarly, it would be hard to do cards 
from some of the other novels without Mara 
Jade, Grand Admiral Thrawn, and other 


notable characters. 


Decipher is one of the few companies that will be 
able to produce new material based on the origi- 
nal trilogy after Star Wars: Episode One 1s 
released. Exactly how far into the next millen- 
nium do you expect to produce new material for 
the “classic” game? 

I’m not sure. Knowing Warren and the rest 
of the Decipher team, I know we'll want to 
keep bringing you this game as long as 
there is interest. We're not going to aban- 
don our players. People have written to me, 
to Warren, and to others here at Decipher 
asking us if the game is going to “end” once 
we get past Death Star. Our answer is 
always no. There is still plenty to draw from 
the movies themselves, and with these new 
properties there are even more creative 
opportunities ahead for the design team 


and the Star Wars CCG. @ 


Cory Herndon once attempted to sneak into the Re-Bar 
disguised as Boussh, but he forgot his thermal detonator. 


Can you say “Rancor chow?” 
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Future...Sort Of 


here’s more than Jabba coming in 1998. The Star Wars 

CCG Official Tournament Sealed Deck is due any day now. 

It features 18 exclusive cards designed especially for tour- 
nament play, three Premiere boosters, and one New Hope booster, 
all in a sturdy box that can hold 300 cards. Expect the Second 
Anthology not long after. This unique item combines an 800-card 
storage box with a dozen boosters from various expansions, and 
six exclusive preview cards from the upcoming expansions Special 
Edition, Endor, and Death Star. This summer should bring the 
release of the Return of the Jedi Two-Player Game, the third such 
boxed set for Star Wars. Hopefully we’ll see the Special Edition 
(which will make use of all that added footage from the Star Wars 
re-releases) before the end of the year. 

What to expect beyond 1998? In February, Decipher signed an 
agreement with Lucasfilm to continue production of the Star Wars 
CCG past the millennium, drawing on the wealth of unused mater- 
ial from the first three films as well as the novels and video games 
inspired by the original stories. : 

Perhaps more importantly, Decipher was also granted a license 
to produce a standalone trading card game based on the prequel 
trilogy. Whether these new cards will work with the original game, 
however, has yet to be decided. This is understandable: while it 
would certainly be cool to pit young Anakin Skywalker against his 
alter ego Darth Vader, it would make little sense storywise. 

Decipher is saying very little about the license at this time, 
although a new game would probably offer new versions of Obi- 
Wan, Tarkin, and Yoda, as well as the aforementioned Anakin Sky- 
walker. Whatever the case, Decipherians are unable to comment 
further until Episode One has been released to theaters. Decipher’s 
art team must then go through the film with a fine-toothed 
lightsaber searching for card images. The new game should be 
released before the end of 1999. —C.H. 
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It's the Splatter 
that Matters in 
- Resident Evil 2 


) ake no mistake: this game rocks. 
At first glance, Resident Evil 2 doesn’t 
look all that different from other single- 
§ character roleplaying computer games. You 
m guide your protagonist through a series of 
levels, viewing the action from a cinematic third-person angle as 
opposed to the first-person viewpoint of Doom and its ilk. As 
you progress through various levels you encounter enemies that 
you dispatch with a choice of weapons. And like most roleplay- 
ing computer games, you solve puzzles as you explore the plot. 
What makes Resident Evil 2 rise above the rest is a some- 
what original setting and an intense, claustrophobic mood. This 


is a horror game, with the emphasis on gore. The original game 
revealed that the Umbrella corporation had been conducting 
secret research on a virus that turns humans into biological 
weapons. Naturally, the virus was soon out of control, infecting 
the entire complex. Now these human viro-bombs have shuffled 
and gurgled their way out into surrounding Raccoon City. 

The zombies and ghouls are innocent people infected by the 
virus—but don’t let that prevent you from blowing their heads 
off. The combat is smooth and extremely bloody and the game 
interface is fairly clean. Camera angles rarely obstruct what's 
going on unless it’s obviously deliberate. Resident Evil 2 has a 
very dark, horror-genre feel, whether you're exploring Raccoon 
City’s strangely gothic police station or Umbrella’s high-tech 
research facility. The attention to detail is disturbing and amaz- 
ing—blast a zombie in half and it keeps crawling after you. 

Resident Evil 2 wisely employs mechanisms that encourage 
you to keep playing after you complete the game. Different quest 
items and a supporting cast add variety, and the main charac- 
ters—Leon and Claire—can each pursue two possible scenarios. 
This makes a total of four gory variations, and some of the deci- 
sions you make in Leon's scenario A, for example, will affect 
Claire's scenario B. [he game also gives you a grade at the end of 
each scenario based on your completion time and number of 


ter aul Claire. In the original Resident Evil, each charact 


saves. If you're graded highly enough, you're rewarded. Since 
it’s unlikely you'll get an A+ the first time around, youre 
actually tempted to finish the game more than once for ae 
scenario. : 
As good as Resident Evil 2 is, it does have a few faye: 
The first is a glitch in the animation scenes. When you wit- 
ness a dialog between two characters or are treated to a stu 
of a particularly gruesome monster, some of the images 
fully rendered while others are disappointingly | 
dimensional. You would think you'd be able to skip 
these sequences when you're going through a scenario the 
second time. Unfortunately, I have yet to find a way to 
the “2D” animation. This would not be so frustrating i 
weren't for the fact that you can skip the fully rendered art 
shots! This arrangement seems more than a little 

backward. 

Another problem is that Leon is jas plain bet- 


had balanced advantages and disadvantages: one was better at ‘ 
combat while the other had more inventory slots. In the sequel, 
Leon isn’t worse than Claire in any major aspect. They have the 
same number of inventory slots, Leon's basic gun can carry 
more ammo than Claire’s, and his free item, a lighter, is much 
better than her lockpick. In fact the lighter is needed to finish 
the game, but the lockpick merely helps you acquire items you 
may not particularly need. There are enough minor factors in 
Claire’s favor that one could argue that things are even, but real- 
istically, Leon is just better. 

Despite these flaws, Resident Evil 2 still rocks. Whether 
you're a fan of Tomb Raider-style RPGs or simply want an 
excuse to blast away at the living dead, you'll want to pla 
game all afternoon. Just don't get any zombie on the carpet. 


Tom Wylie just hasn't been the same since his trip to the Umbrella research ify 


Please send brains. 
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P 
(the Interlink Drone) and ‘Two of Seventeen (the Unity 
Drone). Leave these two drones on 
your cube and then start scouting with 
another Communications-icon drone. 


That drone will have all the skills and 


e is fully staffed. Your scout can 
breeze through the dreaded Bareclay’s — 
Protomorphosis Disease without so 
much as batting an implant. 

No affiliation can win without scoring 
points, and for the Borg that means probing. Probing could 
take several turns without a generous supply of subcommand 
icons in your probe deck. The best .is to keep your draw 
deck trim and stock only a few cards that don’t have subcom- 
mand icons. Instead, use your Q’s Tent to store those iconless 
cards you know you'll need and retrieve them later with Q’s 
Tent or Ready Room Door. 

Different objectives: require different icons for a successful 
probe. If you want to Assimilate Planet or Salvage Starship 
. for your points, be sure to stock plenty of defense subcom- . 


| "Thing 
to Waste 


succeed and score points. Want to try several Establish ras 
way objectives with an Assimilate Homeworld? Lean toward 
the communicati n subcommand drones. Drones aren’t the _ 
only Borg cards to bear subcommand icons—The Adapt 


vate Subcommands bear all three. Keep several of these cards 
t . Remember, probing is the only 


Revolving Door on your Transwarp Network 
it’s hard to score points if you're stuck in 5 the Delta 


attempt missions, they scout them. 


.. The Fewer, Anaphasic 


omance, Ede Probe, and Radioactive 
enderless Borg do not | 


A more aggressive way to keep opponents from completing 
missions is to blow them out of the sky. Borg Cubes are the 
most powerful ships in the game, and it’s difficult for an oppo- 


and inflict 


Se 
5d 


Eleven of Nineteen, 

the Bio-Med Drone 

Special Skill: Once every turn where 
present, may “reabsorb” (place 
beneath draw deck) another of your 
Borg just killed. 


Reduce, reuse, recycle. Don’t leave he 


Delta Quadrant without it. 


Nine of Eleven, 
Interlink Drone 
Special Skill: Allows all Borg in this hive 
present with one communication-icon 
Borg to Share skills. 


The Borg are one, but not without this one. 


Two of Nineteen, 

Transwarp Drone 

Special Skill: When on your ship, may 
download one Transwarp doorway or 
interrupt in place of one card draw. 


You’ be foolish not to pack several copies. - 


Six of Eleven, Quantum Drone 
Special Skill: When on your ship, may 
download one Alternate Universe door- 
way in place of one card draw. 


nteen, Unity Drone 


Spe iI Skill: Your Borg present with any 


communication-icon Borg in this hive 


may add their CUNNING to total wherever 


ent to score points with a dead crew. An Eliminate 
Salvage Starship deck will allow you to score points 
y on an opponent at the same time. It takes a 


“eo <e 


there is another communication-icon 
Borg in the same hive. 

Helps get past dilemmas where 
CUNNING is a factor. 


Eight of Nineteen, 

Assault Drone 

Special Skill: Where present, your Borg 
are each STRENGTH +2. 

Phaser drone, plus the always-handy 
SECURITY. 


Fifteen of Seventeen, 
Countermeasure Drone 

Special Skill: May download one Adapt 
card in place of one card draw. 
ENGINEER, exobiology, and ability to 
download Adapt cards is handy. 


Ten of Nineteen, 

Tachyon Drone 

Special Skill: Once each turn, if on your 
Ship, may force one opponent's ship 


at same location to decloak. © 
If your opponent is on a Romulan or 

Klingon kick, peek under their sheets 
with this sneaky drone. . 


Transport Drone : 
Special Skill: Where present, allows 


your transporters to beam through 
opponent's SHIELDS. 
A must have if you are going assimilating. 


little more time than Establish Gateway or Assimilate Planet, 


however, so remember to keep your eyes on the all-important 


100 points you need to win. 


This just scratches the pasty, ghoulish surface of the Borg affil- 
iation. Experiment with different deck designs by forming strate- 
gies around specific objectives; there’s no need to jump straight to 
Assimilate Homeworld when Establish Gateway is within your 
grasp. Most importantly, don’t be afraid to lose a game or two 
while learning the routines and subroutines of the collective. 


After all, what fun would the Borg be if they were easy? 


Christopher Guilmet is not a person, dammit, he’s a Borg. 


Three of Nineteen, 

Talon Drone 

Special Skill: Just after stunning an 
opposing personnel, may abduct and 
assimilate that adversary, and may — 
Special download Assimilation Tubules. 
Another SECURITY, useful if you plan 
on assimilating. 


Six of Seventeen, 

Sabotage Drone 

Special Skill: Once every turn, ifona 
ship, may reduce RANGE or WEAPONS 
by 2 until end of turn (not cumulative). 
Can slow your opponent down, and a 
good choice for Assimilate Starship. 


Sixteen of Nineteen, 
Survey Drone 
Special Skill: May acquire artifact(s) 
if on same planet or aboard a ship at 
Same space location. 

A specialty drone, really only useful 
if you are seeding an artifact. 


Nine of Seventeen, 

Multiplexor Drone 

Special Skill: When on your ship during 
battle, that ship may use total WEAPONS 
against X different ships where X=num- 
ber of defense-icon. Borg aboard. 

An insurance policy if your opponent 
attacks, but no one is going to do that 
unless they are very sure of the outcome. 


weapons of 24. Don’t be greedy. 


<a @ & <8 
One of Eleven, : 
Procurement Drone — 

Special Skill: May “steal” unattended 
Equipment cards present, and may 
download any one [Borg] Equipment 

card in place of a card draw. 

Useful if Assimilate Counterpart is part 
of your plan, but not so great otherwise. 


Four of Eleven, Guard Drone — 

~ & Thirteen of Nineteen, 
Tactical Drone 
Special. ‘Skills: While on your Ship, 
SHIELDS are +2, and WEAPONS are +2, 
respectively (both are cumulative). ane 
Borg ships already have shields 


Eighteen of Nineteen, 
Astrogation Drone 
Special Skill: While on your ship, 
RANGE is +1 (cumulative). 
Range +1 not a big thing when y: 
use Transwarp Network Gat 


Five of Eleven, Cy 


spent my salad days in 

Phoenix, Arizona, a city rife 

with possibilities for outdoor 
entertainment. I could hike the 
Superstition Mountains or tube 

down the Salt River, even play 
volleyball now and then. Sur- 
rounded by all that majestic splendor, I 
naturally spent most of my time playing 
computer games. What kind of computer 
game could keep me glued to the screen 
with all that alleged “fun” and “excite- 
ment” going on in the outside world? 
Super Quake 2040: The Bludgeoning? No, 
just a simple game called Scorched 
Earth—a basic “sit on the side of a moun- 
tain and shoot missiles at each other” 
tank game, and a textbook example of a 
gripping game with a simple premise. 


Alameda, 


PREMISE 

Same old story: Worm 
meets worm; worm 
hates worm; worm kills 
worm with tanks, flame 
throwers, and heavy 
artillery. 


FORMAT 
Networkable CD-ROM game for Windows 95. 
System requirements: IBM PC 75MHz Pentium 
compatible or faster,16MB RAM, double-speed 
_CD ROM drive, Super YGA graphics (must be 
atible with DirectX 5.0), 50MB free hard 
ce, mouse, and a Direct X-compatible 


ae 
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Cuddly Invertebrates 
Are Going to Kill You 


MicroProse’s Worms turned this sim- 
plicity on its head, offering a ludicrous 


variant on the basic tank simulation— — 


the soldiers are all slimy earthworms. 
Stranger still, the game was a huge suc- 
cess. Now MicroProse’s Team 17 has 


released Worms 2, which both revisits. 


and improves upon the original quasi- 
Freudian game in multiple areas. 
Worms 2 packs the repeat play value of 
Artillery or Scorched Earth into a 
worm-sized shoot-out. 

Music and vocal effects amuse with- 
out being annoying. I’d recommend 
“The Good, the Bad, and the Squidgy” 
as a background track. Your annelid 
army has a definite international flavor, 
with accents ranging from backwoods 
redneck to angry Scotsman. 
Worms are given to motivational 
trash talk like “Chew on this!” or 
“You had it coming!” Accidentally 
drop a grenade on one of your own 
soldiers and it'll reply with a 
“Stuuu-pid” before it splatters. 


Conversely, if a worm dies 


cords, parachutes, and even teleporter 
Worms are renowned experts: 


doesn't do the trick, a suicidal 


~ colors and styles ra 


valiantly in battle it'll drop a quick — 
“I’m dead meat” before exploding. _ 

Team 17 didn’t sell the farm for 
cute animation, however. Worms are © 


days bebe she goes outina 
flagration, and the blessed 
grenade (halleluj es 
A customizable 


“Manhattan” (dep 


surprisingly mobile and their special a 
fighting moves are lethal. Your troops _ 
have access to ninja ropes (the best — 
transportation in the game), bunjee a 


First-round bye 

DCI™ Limited format rating of 1750 or higher 
Three or more Pro Tour player points earned since 
Pro Tour—New York ‘97 


Second-round bye 

DCI Limited format rating of 1825 or higher 
Eight or more Pro Tour player points earned since 
Pro Tour—New York ‘97 

Winners of Grand Prix Trials 


Third-round bye 

DCI Limited format rating of 1900 or higher 
Sixteen or more Pro Tour player points earned 
since Pro Tour—New York ‘97 


Tempest™-Stronghold™-Exodus™ Limited (Sealed Deck) 
format with a Booster Draft Final 64 


$35 advance registration — $40 onsite registration 


WIZARDS OF THE Coast, Magic: The Gathering, Magic, Tempest, Stronghold, 
Exodus, DCI, Magic: The Gathering Pro Tour, and Andon Unlimited are trademarks 
of Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc. 


FIVE RTGS: “ROUND- UP 


O by R. Scott Dancey. . 


mortals. Hear the crack of a whip on the backs of 
slaves as they strain to haul a glittering basalt idol 
across a marble floor in a king’s palace. Watch as a 
whole new world of adventure awaits horde of riders drives swift horses across arid steppes, 
gamers this summer the vast, endless the wind howling with their fearsome battle cries. 
lands of the F rning ‘Sands. In Five Tt is a land without | hope, oppressed by a nameless, 
ae oe fthe Burning Sands __ faceless overlord who rules with an iron fist. You might 
have a chance to com- wear the dusty boots of a weary caravan guard resting 
) pete ate rivals for desert domi- for one brief moment in the crowded bazaar of a city 
nance. Some aspects of the game will filled with teeming, unwashed masses. Consider what 
be familiar to Legend of the Five Rings (L5R) play- would happen if ever a ray of hope were to shine down 
ers, although LBS features a: expanded set of on this misbegotten place, this land created for endless 
options for movement and strategy, a new system for pain and suffering. These are the Burning Sands. 
using special abilities, and a redesigned turn sequence. There are many who roam the endless dunes. All 
The new game shares the timit system for actions seek to dominate some portion of this severe land to 
with its predecessor, and characte nd resources are ensure that they and their children will have some 


used in a similar fashion. And like the original game, hope of a better future—hop Shas. bere t8fore 
Legend of the Burning, Sands revolves around a truly — i .. 


compelling story. 


a, legend of the 
mf " — Burning Sands: 
Le |) Shadow of the Tyrant 


thirst that drive: you mad wi pain. [ivoue Rings Publishing 
Sit for a moment Group 
/ : Renton, WA 


FORMAT 

203-card introductory set; 
60 cards per starter and II 
cards per booster pack. For 
2-6 players; playing time 
30-60 minutes. 


DESIGN 
Raymond Lau and the Five 
Rings Design Team 


ART DIRECTION 
KC Lancaster 


CONTACT 

Five Rings Publishing Group 
(425) 254-2297 
www.frpg.com 


‘by the Tyrant conquered the 
Senpet hundreds of years ago, 
breaking their armies and forc- 

ing their priests to swear oaths 

of fealty to a new master. Since 
that time, the Senpet have been 
wardens, not rulers. 


The Ki-Rin Clan 

The Ki-Rin Clan are the last 
remnants of a group of warriors 
who came to the Burning Sands. 
from the mysterious lands of the 
east, telling tales of a strange 
empire where honor was a force 


more powerful than the sun. 

_ They had fought a great battle 
_ long ago and their numbers were 
greatly diminished. ‘They now 
seek the body of their god—the 
one they call Shinjo—which was 
lost during that conflict. The Ki- o 
Rin hold to a foreign code of honor, speak in a guttural have subsisted for generations on secret arrangements with 
language that only they com reheng and ride their mag- the various faery in pps desert below. The Assassins carry 
nificent steeds like the wind. | : 4 


The Unbound 


. ‘There are wizards without hearts, bound by a terrible ritual 
to the service of the Tyrant, granted immortality and vast 
| _ power by their master. These fallen mystics are known as 
the &hadi, and all who walk the Burning Sands fear the 
wrath of the ge and his merciless. Pad ao 


DAVE LERI 


own and destroy the Tyrant. 


Winds of Change | 


wn. as Jinn to serve 
undergo for the Tyrant 


orbidden throughout the B 
of being Unbound i is 5 hunted C 


for your growing 
vals and destroy th t 


ceks without water thanks to the 
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O by Luke Peterschmidt 


The Werewolf TCG Rises 


from the Ashes 


J ive Rings is going to rebuild the Rage trad- 
Bing card game from the ground up early 
this summer. Rage: Across Las Vegas 
(R:ALV) will put you in control of a pack of 
werewolves like the original [CG from 
White Wolf, based on their Werewolf: The 
Apocalypse RPG. These Garou combat the evil 
forces of the Wyrm while also fighting rival werewolves 
for supremacy within the pack. R:ALV features all of 
the lycanthropic action of classic Rage but offers sim- 
plified play and cleaned-up rules. 

The future of Rage will be decided by the players— 
players must play, or Rage dies. While collectors can 
boost a game's initial popularity, devoted players give a 
game longevity. The Rage team has three avenues 
planned to encourage gamers to play and play often. 


Rolling Thunder 
Rage will be released under the new Five Rings “Rolling 
Thunder” schedule. Starting in late May, you should see 
the first third of Rage: Across Las Vegas at your local 
card shop, the next third in about a 
month, and so on. [he next expansion 
will start the cycle of the wolf all over 
again. Unlike most [CGs, however, 
R:ALV will be released with almost 
no rarity at all. Some cards will be 
exclusive to starters to improve out- 
of-the-box play, but otherwise almost 
all cards can be considered “common.” 
The exceptions are the foil chase 
cards that classic Rage players loved. 
Expect one or two foil cards per 
month, around one per display box. 
‘To collect an entire set of non-chase 
Rage: Across Las Vegas cards a player 
will only need to buy two or three 
starters (one for each new tribe) and 
a eight boosters every month. 

‘The Rage team has planned tight 
print runs——stores should sell out of 
one month’s release by the time the 
next one rolls around. Just in case 
you miss a month, there will be sets 
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that cover “What Has Gone Before’ after every third 
release. Every month, players will have fresh options 
for old decks. Many cards are designed as time bombs, 
cards that seem only moderately useful upon initial 
release will become suddenly powerful when the sec- 
ond half of the combo hits the shelves. Rage fans can 
also expect entirely new deck themes. For example, 
month two will introduce the misanthropic Red 
Talons, a tribe that can win the game through its own 
special victory condition. 

The designers use this release pattern to add com- 
plexity to the game in a very organized and unimpos- 
ing manner. Roughly 95 cards comprise the first 
release, and as months go on the game will grow 
through major enhancements in each set. Old timers 
may wonder what happened to Battlefields or the 
Umbra upon seeing the first release, but fear not, the 
Umbra will return in month four (the first set in the 
second expansion) and Battlefields are due a couple of 
months after that. Look forward to brand-new game 
mechanics as well as revised versions of your old 
favorites from classic Rage. 

Specifics? In the first month, you'll be reintroduced 
to the Get of Fenris and the Wendigo. The second 
month will bring the Red Talons with their unique 
victory condition and the gear-loving Bone Gnawers. 
Release two will also introduce 
“Breed Form Only’ Gifts. Vhese 
Gifts may only be used if the 
Garou stays in its more vulnerable 
Lupus or Homid form. In release 
three the Shadow Lords and the 
Silent Striders will step into the 
ting. These intimidating forces 
bring not only unprecedented 
political power to the game but 
also a powerful new type of com- 
bat card, 


Organized 
Mdyhem 

Another means to encourage folks 
to pick up R:ALYV is through the 
organized play (OP) program. Still 
embryonic at the time of this writ- 
ing, the OP program should soon 
be going strong. The goal of OP is 
to give you an arena for your most 
devious deck strategies so you can 


ILLUSTRATIONS BY SCOTT FISCHER 


hese three effective combos 


demonstrate some important dif- 


ferences between Rage: Across _ 
las Vegas and the original Rage. My — 
Fist, Your ? hints at new a in 
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WIZARDS OFTHE COAST, ARC System, and The Duelist are trademarks of Wizards of the Coast, | 


BOARD GAMES © GAME SUPPLEMENTS © CARD GAMES © 


Best Abstract Board Game 


See 
A 


salect the bek ala Ue dame Le 


Best Science Fiction or Fantasy Figure Miniature 


MINLATURLS » ADVENTURES » THC GOMING HOLL OF FAME 


THEACADEMY OF ADVENTURE GAMING ABT & DENG 


Best Game Related Novel 


 Balank. Ooo Mayfair Dove Faleonhand in Armor ........ecseeeeeees Ral Partha _._ Grave Covenant 
__ Kill, Doctor Lucky .. ..Cheapass Games. ___ Golden Chaos Dragon Limited Edition.......Ral Partha ___ Planar Powers... 
 Lowenherm | 8 Gold Sieber  __ High Elven Warlord __ Steel Rain ............ 
__. Stock Market Guru .. ... Avalon Hill ___ Sisters of Battle Battle Squad (Seraphin)...... __ Tales from the Empire . West End Games 
__ Survival of the Witless Avalanche  __ Write-in Title: The Road to Hell ......... ... White Wolf 
__ Write-in Title: Manufacturer: Write-in Title: 
Manufacturer: Best Vehicle Miniature Manufacturer: 
Best Historical Board Game WSAKUS1X Akuma ce dee ee Ral Partha Best Game-Related Short Work 
SE EUIOMFAUGRIIONS: cxccrcacbssossercennrsseotegersens Hans im Gluck  __ Call of Cthulhu Roadster .........ceeeeeeseeeeeeees RAFM  __ A Bright Dream/A Dark Dream............ Steve Jackson 
__. Home Before the Leaves Fall.. ... Clash of Arms Games, __ Cauldron Born .....c....ccccccecsessseevsseeeseetbarereese Ral Partha Appearing in In Nomine 
__ Sam Grant Columbia Games  __ GHQMicronaut: CB-1 y GHQ Microarmor © __ A Forty Share in Innsmouth Chaosium 
__ Six Days of Glory ......... Clash of Arms Games/TOME __ Iceberg Silent Death Starship ...........cceeeeeee RAFM Appearing in Singers of Strange Son: 
MP Siichossorset fs =e Bncct es ones Avalon Hill  __ Longboat Silent Death Starship ...........:essse-- RAFM  — Crisis of Faith ... Dream Pod 9 
__ Write-in Title: Write-in Title: __ Independence Day ... Pinnacle 
Manufacturer: Manufacturer: wt on Mabe ia ta lees White Wolf 
Best Science Fiction or Fantasy Board Game _ Best Action Computer Game Wiener 
=< BABYLON! 5’ Wars ivsdiccssrtsensecnsets Agents of Gaming = __ Tth LEGION ......s..:ssecsdscsccscesnenteesesepersnessenees Microprose = —‘ Manufacturer: 
__ Princess Ryan’s Star Marines Avalon Hill © __ Hexen Il.... Activision : 
__ Roborally Grand Prix Wizards of the Coast =__ Quake II... seseeseeeseseees .. Activision Best Roleplaying Adventure ; 
RIES {EB HIDGTTOOPELS we. secsunsnsvssvvdesrsveshcssveanoonss Avalon Hill __ Star Trek Starfleet Academy .......c:-scesseeseesees Interplay © — Film Festival #1 (Honk Kong Action Theatre) ... Event Horizon 
— Write-in Title: Torn Peer Ae eh el Eidos Software © — Independence Day (Deadlands) .... 
Manufacturer: Write-in Title: — Mob War (Shadowrun) ....-... 
i Manufacturer: __ Tale of the Comet (AD&D)..... 
Best Trading Card Game 4 The Great Modron March (AD&D) 
__ BABYLON 5 Collectible Card Game ........... Precedence Best Roleplaying Computer Game ~The Medellin Agent (Millennium’s End)...... Chameleon Eclectic 
= DunerEvetot the! Stonim cfscssscsessscsersneseat EastUniconrnh «(= Blade: RUMMON ssisssscscsasecsctusnsencsesssverbevesecwees Westwood Appearing in The Medellin Agent 
__ Shadowrun Trading Card Game Limited Ed. ......... FASA ____ Descent to Undermountain ......... .... Interplay | ___ The New Breed: Battle Before the Storm (Heavy Gear)....... 
__ Warlords Trading Card Game .........cceee lronCrown __ Fallout: A Post Nuclear Adventure . .... Interplay eis Dream Pod 9 
__ Write-in Title: Fel QRS. WUD cade acaacers cavaresncatncanasaas los Software 
Manufacturer: Ultima OMiMe ......-cssereserseverensereeveveae Origins Systems Manufacturer: 
Best Traditional Card Game Ne Og Best Roleplaying Game 
___ Corporate Shuffle . Wizards of the Coast lanutacturer. __ Big Eyes, Small Mouth ............00 Guardians of Order 
__ Give Me the Brain .........cceeeceeeee Cheapass Games Best Strategy Computer Game ___ Blue Planet............. Biohazard Games 
Groo: The Game ........eee Archangel Entertainment = ___ Dark R@IQN .........sssssssesssessesseeseeeeeseetseeneeenes Activision __ Domains of Dread 


__ Lord of the Rings Tarot Deck and Card Game............ 


__ Emperor of the Fading Suns ... Holistic 


Liaad SeodrackdecanteetdtomaeRotaendes U.S. Games Systems, Inc. | __ Sid Meier’s Gettysburg..... ... Firaxis 
Se IPAS VA ALONG sas vavcicad vistdcanmenssasstsvigsoseoss Avalon Hill = __ Imperialist ..........ccececseseeeeeeeee Strategic Simulations 
__ Write-in Title: Magic: the Gathering CD-ROM ................ Microprose 
Manufacturer: Panzer General ll|.....ccsssnseerersaee Strategic Simulations 
Best Card Game Expansion or Supplement = Met Title: _ 
__ BattleTech: Mechwarrior ........... Wizards of the Coast aputaclutel: . 
__ L5R—Time of the Void .... Five Rings Publishing Best Amateur Game Magazine 
__ Magic: the Gathering Portal .. .. Wizards of the Coast __ Alarums & Excursions ........0..:cccceseseeeeeeeeeee Lee Gold 


__ Magic: the Gathering Tempest .... Wizards of the Coast 


__ Berg’s Review of Games..... Berg’s Review of Games 


__ Middle-earth: The Lidless Eye...........000 lronCrown  __ Gaming Intelligence ...... ... Gaming Intelligence 
__ Write-in Title: Serendipity’s Circle ...........cceesseseeeeeeeeseeee Wheeality 
Manufacturer: SLArTY, WISKOM: «sve ctinsecenccrastelerstengarsesors Chaosium 
Best Historical Miniatures Rules Rte Title: _ 
__ Battleground Rules ................ Easy Eight Enterprises Manu acter = 
__ Battles of the Revolutionary & Napoleonic Wars ........ Best Professional Game Magazine 
Ue es race vesicoksarawas Mrigasaaniggatlinniant Clash of Arms Games... __ Comics Retailer ..............0.....0... Krause Publications 
Crossfire Quantam Publishing Company + Dungeon MagaZine oo... eect iieeeeeeeeeteneeeedees TSR 
Flint & Steel . Clash of Arms Games/TOME = ___ INQueSt oo... eee eeeeeeeeeteeeeees Wizard Press 
SOHIGI NOOR i cosspevssciteefoveicons Tactical Conflict Systems __ Knights of the Dinner Table Magazine .. Kenzer & Co. 
weed State Blue SKY wot seecccecsepetteatet eee ceeter ue Simtac =. Pyramid Magazine . Steve Jackson 
__ Write-in Title: ShadiS Magazine<..........cined stays Alderac 
Manufacturer: Write-in Title: 
Best Science Fiction or Fantasy Miniatures Rules Manufacturer. - 
__Chronopia 27. Heartbreaker Hobbies. Best New Play-by-Mail Game 
~ Deadlands: the Great Rail Wars i .- Cold War Battle Plan-.c.............05, Flying Buffalo, Inc. 
__ Epic 40,000 ... __. Fire in the Galaxy ... Tactical Simulations 


__ Gorkamorka .. 


iy Gate Destane 


legends Ui. Midnight Games 

_.__ Middle-earth PBM Fourth Age Circa 1000 ......... ists 
Se Game Systems, In 

Write-in Title: i 


igure Miniatures Series 


Stone Mountain. 


Manufacturer: _ 


ies: Ongoing Play-by-M -Mail Game 
_- CIF 2187 - c 
Lt Duelmasters 
LL Hyborian War ..... 
__ Middle-earth PBM .. 


_ Star Web 
: ie-in Title: 


MINIATURE GAMES © GAMING MAGAZINES © COMPUTER GAMES © GAME ACCESORIES © ROLEPLAYING GAMES 


Ballots must be received by June 17, 1998. 
_ Mail your ballot to: 


__ Legends of the Five Rings Roleplaying Game . 
Saga Game Rules/Fate Deck .........ccccsseeeeeees 


__ The Babylon Project ......:.sssssseee Chameleon Eclectic 
__ Write-in Title: 
Manufacturer: 
Best Roleplaying Supplement 
__ A Magical Medley (FUDGE) .......... cesses Grey Ghost 


__ BattleTech Field Manual: Mercenaries (Mechwarrior) ..... FASA 
__ Delta Green (Call of Cthulhu) . . Pagan Publishing 
__ Heroes of Sorcery (AD&D) TSR 
__ Rigger 2 (Shadowrun).......... 
__ The Blood Wood (Earthdawn) .... 


__ Write-in Title: 
Manufacturer: 

Name 
Address 
City State/Prov. 
Zip Country 
Phone Number ( ) 
Signature 


For more information on the Academy or the — 
Origins Awards, contact us at the address below. 


To register, call Wizards of the Coast® 
Customer Service between 
10 a.m. and 12 p.m., local time: 


U.S.A., Canada, Asia Pacific, and Latin America 


+1-206-624-0933 


Switzerland, Austria, and Germany 


+49-6074-3755-50 


+33-1-43-96-35-65 
UK and Eire 
+44-162-878-0530 


All other European countries 


+32-14-44-30-44 


Schitzenhaus Albisgiietli 
Ziirich, Switzerland 


8 invitations to 
Pro Tour'’—Chicago 
awarded 


Limited seating 
Advance registration required 


For more information visit: 
www.wizards.com/Grand_Prix 


AIMES osu. ranc now on “Spr 000-182 | Nima New York's 
Aalore uncon rc 7s02 uc itenetoneco | GIG 47 Magic™ Source 


Gre : International Mail-Order Service 


The Gatherimg® Open 7 days a week — Noon until 1 A.M. ® All major credit cards accepted 
We specialize in Magic® Singles Singles—Sets—Boxes We buy and sell single Magic cards 


Sanctioned Tourneys it 


rational and Domestic ak 122 W. 26th St., 4th floor e New York, NY 10001 
We meet or beat : a 
any competitors Uraers Welcome ' (800) 344-GAME 
eel ote @ (@ tel (212) 633-1288; fax (212) 633-0979 © email — info@nground.com 
JAYS A WEEK NOON ) ‘ Webpage -— http://www.nground.com 


Players and collectors will have the thrill of seeing the adventures 
of each of the various outfits in Gammora as each tries to take 
control of the town-just like an old serial western! 


Don’t miss the epic conclusion to the Rath Cycle story explored in 
Tempest™ and Stronghold™. This limited-edition expansion set can be 
played with the basic set, as well as Mirage™ and Tempest™. Contains 
over 140 new cards. Choose from 4 different themes decks. 


Specializing in Gg ; ))\ In a revolutionary departure from other trading card games, Legend of the Burning 
bs \ . Sands will be released on a monthly schedule for nine consecutive months, beginning 
great service April 1998. As with Legend of the Five Rings®, players will be able to collect cards 


from a variety of factions and follow their progress in a sweeping epic story. 


An exhilarating, futuristic setting combines wiht intriguing game design in C/23, 
the flagship game in the new ARC System of trading card games. Combining 
challenging and fun game mechanics with both popular and orginal settings, 
each ARC System game is compatible with all other ARC System games. 


: ; TS.R. 


Aircel Comics Decipher Heartbreaker Systems Pioneer Videos U.S. Games Systems 
Atlas Games Dream Pod 9 Hogshead Koplow Precedence West End Games 
Avalon Hill FASA Holistic Design Last Unicorn RAFM Miniatures White Wolf 

Black Dragon Press Fleer/Skybox Publishing Optimus Design Systems _ Ral Partha Wizards of the Coast 
Casino Books Flying Buffalo Iron Crown Mayfair Reaper Wildstorm 
Chaosium FPG Enterprises Palladium Rembrandt Wizard Press 
Companion Games Geo Hex Kenzer & Company Phage Press R. Talisorian Games Wordware Press 
Daedalus Studio Global Games Khalsa Brain Games Pinnacle Scrye Magazine Xeno Games 


Troll And Toad Inc. 


Highlander Promos * Simcity Promos * Wyvern 
Limited & Premiere * Legend of 5 Rings * etc. 


An Antiquities Vault Company 


WE SELL SINGLES FROM: 
Magic * Middle Earth * Star Wars * Star Trek * 
Rage * X-Files * Jyhad * Netrunner * Guardians * 


5th Edition 
Sulfurous Springs 

Additions 
Arena 
Counterspell $18.00 
Fireball $27.00 
Forest - ARENA land $8.00 
Giant Badger 7.00 
Incinerate $16.00 
Mana Crypt $14.00 
Mountain - ARENA land$8.00 


$7.00 


4.00 
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All 


Nalathni Dragon $3.00 
Windseeker Centaur $5.00 
Alliances 
Arcane Denial 
Balduvian Horde $10.00 
Balduvian Trading Post $3.00 
Deadly Insect 1.00 
Exile $4.00 
Heart of Yavimaya $2.50 
Helm Of Obedience $5.50 
Ivory Gargoyle 5.00 
Kaysa $3.00 
Lake of the Dead $7.50 
Library of Lat-Nam $1.50 
Lodestone Bauble $4.00 
Lord of Tresserhorn $3.00 
Pillage $1.50 
Ritual of the Machine $2.00 
Soldevi Digger $4.00 
Soldevi Excavations $2.00 
Sworn Defender $1.50 
Varchild's War-Riders $3.00 
Yavimaya Ants $2.00 
Antiquities 
Armageddon Clock $2.00 
Circle Of Prot: Artifacts $2.00 
Drafnas Restoration $2.00 
Feldon's Cane $4.00 
Gate to Phyrexia $2.00 
Golgothian Sylex $4.00 
Jalum Tome $2.00 
Martyrs Of Korlis $2.00 
Obelisk Of Undoing $4.00 
Power Artifact $2.00 
Power Leech $2.00 
Strip Mine (any of 3 uncs) 
$10.00 
Tetravus 
Transmute Artifact 
Urza's Miter 
Arabian 
Abu Jafar 
Ali Baba $2.00 
Army Of Allah $6.00 
Bazaar of Baghdad $17.00 
City In A Bottle — $10.00 
Cyclone $2.00 
Dandan $1.25 
Desert $2.00 
Eye For An Eye $4.00 
Flying Carpet $2.00 
Flying Men $4.50 
Jeweled Bird $2.00 
Moorish Cavalry $2.00 
Oasis $2.00 
Oubliette $3.00 
Sindbad $2.00 
Stone-Throwing Devils $4.50 
Wyluli Wolf $4.00 
Beta 
Camouflage $6.00 
Circle Of Protection: Red $1.25 
Disintegrate $2.00 
Drain Life $3.50 


1.50 


$3.00 
$2.00 
$3.00 


$2.50 


Dwarven Demo Team $4.00 
False Orders $1.25 
Ice Storm $20.00 
Invisibility $3.00 
Jade Statue $18.00 
Lure $2.00 
Nettling Imp $3.00 
Paralyze $1.25 
Power Sink $1.50 
Rod Of Ruin $2.00 
Terror $2.00 
Thicket Basilisk $2.00 
Box 
Dark - Italian $99.00 
Legends - Italian $275.00 
Renaissance - German$89.00 
Revised -German BB Str $225.00 
Weatherlight $69.00 
Chronicles 
Blood Moon $2.50 
Chromium $3.00 
Concordant Crossroads $2.00 
Erhnam Djinn $4.00 
Fallen Angel $1.50 
Hell's Caretaker $4.00 
Land's Edge $2.00 
Solkanar the Swamp King $2.50 
The Wretched $2,00 
Common Set 
4th Edition $6.00 
Antiquities (C4 only) $7.00 
Dark 
Blood Moon $6.00 
City Of Shadows $3.00 
Eater Of The Dead = $1.25 
Elves Of Deep Shadow$2.00 
Exorcist $4.00 
Goblin Wizard $7.00 
Lurker $2.00 
Martyr's Cry $3.00 
Merfolk Assassin $3.50 
Nameless Race $2.00 
Niall Silvain $2.00 
Preacher $9,00 
Psychic Allergy $2.00 
Safe Haven $2.00 
Season Of The Witch $2.00 
Skull Of Orm $3.50 
Witch hunter 
Wormwood Treefolk 
Dark-Italian 
Skull Of Orm 
Fallen Empire 
Breeding Pit 
Derelor 
Hand Of Justice 
Orgg $2.50 
Thrull Champion — $2.00 
Foreign Black Brdr 
Balance $7.00 
Clone $4.00 
Demonic Tutor $4.00 
Disrupting Scepter $7.00 
Howling Mine $9.00 
Hypnotic Specter $4.00 
Jayemdae Tome $8.00 
Juggernaut $3.00 
Mana Short $4.00 
Meekstone $3.00 
Mishra's Factory $3.00 
Sengir Vampire $3.50 
Serra Angel $8.00 
Strip Mine $3.00 
Swords To Plowshares $2.50 
Triskelion $2.00 


$2.00 
$1.50 
$2.00 


$2.00 
$1.50 


95% of all Magic singles in 


stock at all times! 


253 Reynolds Road, Keavy KY 40737 USA 


Phone: 1-606-878-2936 10a.m. - 10p.m. Fax: 1-606-878-9061 


e-mail: prices @aqvault.com 
Web Site: http:/Awww.aqvault.com 


Want to sell us cards? 


Fax: 1-606-878-9061 E-mail: sec@aqvault.com 


$1.50-}- 


Will-O-The-Wisp 3.00 
Highlander 
Ancestral Blade 
Chessex 
Homelands 
Autumn Willow 
Eron the Relentless 
Primal Order 
Sengir Autocrat 
Serrated Arrows 
Ice Age 
Abyssal Specter $1.50 
Anarchy 1.50 
Blinking Spirit 6.00 
Brushland $4.50 
Deflection $5.00 
Despotic Scepter $2.00 
Ghostly Flame $2.00 
Jester's Mask $4.50 
Jokulhaups $6.00 
Karplusan Forest $5.00 
Knight of Stromgald $2.50 
Lava Burst $1.25 
Marton Stromgald $4.00 
Orcish Squatters $2.00 
Pox $4.00 
Seraph $4.00 
Sibilant Spirit $2.00 
Skeleton Ship $2.00 
Stampede $1.50 
Storm Spirit $2.00 
Stormbind $6.00 
Stromgald Cabal $2.00 
Sulfurous Springs $6.00 
Swords to Plowshares $2.00 
Jyhad 
Rare - any $2.00 
Legend Of The 5 Rings 
Ancestral Sword Of Crab 
Clan $20.00 


3.00 
$3.00 


7.00, 
$1.50 
2.00 
2.00 
$2.00 


Legends 
Aerathi Berserker 
Akron Legionnaire 
Cathedral of Serra 
Darkness 
Dream Coat 
ElderLand Wurm 
Elder Spawn 
Equinox 
Field of Dreams — $12.00 
Frost Giant $2.00 
Greater Realm Of Preserva. $6.00 
Greed $3.00 
Hammerheim $4.00 
Heaven's Gate $2.00 
Horror Of Horrors $2.00 
Infernal Medusa $3.00 
Karakas $4.00 
Kobold Taskmaster $5.00 
Life Chisel $3.00 
Master Of The Hunt $13.00 
Nova Pentacle $8.00 
Part Water $2.00 
Pendelhaven $6.00 
Petra Sphinx $3.00 
Psionic Entity $3.00 
Rebirth $2.50 
Relic Barrier $5.50 
Reset $3.00 
Revelation $2.50 
Sentinel $3.00 
Spectral Cloak $3.50 
Teleport $3.00 
Tempest Efreet $2.50 
Tolaria $3.00 


$4.00 
$3.00 
$2.00 
$1.50 
$2.00 
$3.00 
$4.00 
$2.00 


Payment: all credit cards inc. Diner's Club, wire transfer, check or money order in US $ 
drawn on US bank, cash (US §, at your own risk), no CODs. Shipping Costs (1-100 
singles): continental USA/APO/FPO/P.O. $5, Other countries and states: Post Office 
(up to $100) $5-$16 or Fedex ($17-$26). Call or E-Mail For Exact Shipping Rates! 


Touch Of Darkness 
Tuknir Deathlock — $6.00 
Voodoo Doll $2.50 
Wall of Tombstones $1.50 
Legends - Italian 
Adun Oakenshield — $3.00 
All Hallow's Eve $15.00 
Bartel Runeaxe 53.00 
Chain Lightning $2.00 
Gravity Sphere $6.00 
Greater Realm Of 
Preserva. 
Hazezon Tamar 
Land Tax 2.00. 
Mana Drain $24.00 
Master Of The Hunt $7.00 
Ramses Overdark 3.00, 
The Abyss $40.00 
Underworld Dreams $10.00 
Middle Earth Limited 
Black Arrow $2.00 
Neeker-Breekers 2.00 
Mirage 
Abyssal Hunter 
Bazaar of Wonders 
Cadaverous Bloom 
Canopy Dragon 
Catacomb Dragon 
Chaosphere 
Charcoal Diamond 
Cursed Totem 
Daring Apprentice 
Early Harvest 
Final Fortune $4.00 
Grinning Totem 56.00 
Hall of Gemstone — $1.50 
Infernal Contract — $1.50 
Lion's Eye Diamond $3.00 
Marble Diamond $1.50 
Maro $9.00 
Miser's Cage $3.50 
Mist Dragon 53.00 
Mystical Tutor $1.50 
Pearl Dragon $3.00 
Polymorph $3.00 
Purraj of Urborg $2.00 
Sacred Mesa 57.00 
Shimmer 53.50 
Sky Diamond $2.00 
Spectral Guardian — $2.00 
Teferi's Isle 2.00 
Volcanic Dragon 5.50, 
Wildfire Emissary $3.50 
Worldly Tutor $1.50 
Zuberi, Golden Feather $3.00 
Oversize Cards 
Jester's Cap 1997 
Pack 
4th Ed - Spanish BB Bstr 
Dark 
Dark - Italian 
Legends - Italian 
Renaissance - Italian $2.00 
Revised - French BB Bstr $7.50 
Revised - German BB Bstr $8.00 
Revised - German WB Bstr$4.70 
Unlimited Starter 4.70, 
Revised Booster $8.50 
Revised-Disc. 
Braingeyser 
Clone 
Juggernaut 
Regrowth 
Rock Hydra 
Serendib Efreet 


$1.50 


$1.50 
$4.00 


$3.00 
$4.00 
$6.00 
$3.00 
$8.00 
53.00 
$1.50 
$2.00 
$4.00 
$2.00 


$8.00 


3.30, 
6.00 
2.00 
$8.50 


$5.00 
$3.00 
2.00 
$1.50 
$3.00 
$9.00 


or send an e-mail for our newest buylist to: buylist@aqvault.com 


Sol Ring 
Veteran Bodyguard 
Revised/4th 
Balance 
Black Vise 
Clockwork Avian 
Cockatrice 
Colossus of Sardia 
Control Magic 
Disrupting Scepter 
Eye For An Eye 
Force Of Nature 
Goblin King 
Inferno 
Jayemdae Tome 
Killer Bees 
Leviathan 
Lord Of Atlantis 
Mahamoti Djinn 
Mana Flare 
Mana Short 
Mana Vault 
Mishra's Factory 
Reverse Damage 
Righteousness 
Savannah Lions 
Sengir Vampire 
Serra Angel 
Stasis 
Strip Mine 
Sylvan Library 
Will-O-The-Wisp 
Zombie Master 
Set 
Alliances $99.00 
Collector's Set - Inter $225.00. 
Dark - Italian $49.00 
Specials 
335 mixed magic sgle $10.00 
Alpha Cmns-8 different $10.00 
Arabian Cmns- 10diff $10.00 
Beta Cmns - 20 diff.$10.00 
Dark Cmns~- 100 mixed $10.00 
Unomns Magic- 50 mixed $10.00 
Unlimited Unemns - 30 $15.00 
Stronghold 
Crystalline Sliver 
Tempest 
Booby Trap 
Coffin Queen 
Death Pits Of Rath $5.00 
Dregs Of Sorrow $4.00 
Eladamri's Vineyard $8.00 
Hladamni, Lord Of Leaves $7.00 
Emerald Medallion $4.00 
Ertai's Meddling $5.00 
Escaped Shapeshifter $5.00 
Field Of Souls $3.50 
Furnace Of Rath 6.00 
Gerrard's Battle Cry $4.00 
Humility $8.00 
Intuition 4.00 
Jet Medallion $4.00 
Knight Of Dawn 2.00 
Lobotomy 2.00 
Meditate $8.50 
Mongrel Pack $5.00 
Pearl Medallion $4.00 
Pine Barrens 4.50 
Puppet Strings 3.00 
Rathi Dragon $12.00 
Ruby Medallion $4.00 
Safeguard $3.00 


Salt Flats $4.50 
$4.50 


Scabland 


$2.00 


$4.75 
$5.00 


$6.50 
$2.00 
$12.00 
$7.00 


Spirit Mirror 
Sudden Impact 
Time Warp 
Winds Of Rath 
Toys 
Dr Who Mego Figure $150.00 
Star Trek 4-cup Set $39.00 
Uncommon Set 
4th Edition $19.00 
Unlimited 
$5.25 
2.00 
3.00 
2.50 
3.00 
8.00 | § 


Clone 
Disenchant 
Lightning Bolt 
Regrowth 
Roc Of Kher Ridges 
Sol Ring 
Unlimited-Disc. 
Berserk $30.00 
Camouflage 4.00 
Consecrate Land 9.00 
Copper Tablet 6.00 
False Orders 1.25 
Invisibility $2.00 
Jade Statue $12.00 
Visions 
Aku Djinn 
Anvil of Bogardan 
Chronatog 
City Of Solitude $6.00 
Desertion $6.00 
Diamond Kaleidoscope $4.00 
Equipoise $5.00 
Firestorm Hellkite $7.00 
Griffin Canyon $7.00 
Lightning Cloud $3.50 
Natural Order $4.00 
Nekrataal $2.00 
Pillar Tombs Of Aku $4.50 
Rainbow Efreet $6.00 
Relentless Assault $12.00 
Sands of Time $4.00 
Snake Basket $6.00 
Squandered Resources $4.00 
Teferi's Puzzle Box $4.00 
Vampiric Tutor $10.00 
Viashivan Dragon — $5.00 
Wand of Denial $6.00 
Zhalfirin Crusader 7.00 
Weatherlight 
Abeyance 
Alabaster Dragon 
Bosium Strip 
Bubble Matrix 4.00 
Buried Alive 2.00 
Dwarven Thaumaturgist$3.00 
Goblin Bomb $4.00 
Heart Of Bogardan $5.00 
Lava Hounds $1.50 
Lotus Vale $12.00 
Mana Web $6.00 
Maraxus Of Keld — $5.00 
Necratog $2.00 
Psychic Vortex $3.00 
Serra's Blessing $2.00 
Thundermare $9.00 
Tranquil Grove $5.50 
Urborg Justice $4.00 
Urborg Stalker $4.00 
Wave Of Terror $2.00 
Wrapper 
Arabian Nights 
X-Files 
Deny Everything $75.00 
Die Hand Die Verletzt $12.00 
No One So Paranoid! 


$5.00 
$4.00 
$5.00 


59.00 
57.00 
$4.00 


$2.50 


All prices good until next Duelist is released. Quantities limited, but stock levels high at time ad was printed. Sales on 
pack or boxes final. 10-day full money back return guarantee on singles returned in same condition they were received. 
Sale date is date payment is accepted. We reserve the right to refuse any sale or limit quantities. All prices in this ad 
subject to change without notice, but you won't be charged more without your permission. Pre-orders on boxes final. 


Free singles catalog upon written request or with your paid order. Please specify Duelist Ads when ordering from 
above prices. E-mail to Specials @aqvault.com for current non-listed specials. 


Safecard 


www.safecards.com 


I used to sweat 
about trading over 
the net... 
Then I found 


aa 


ws = a sefs, singles, Magic: The Gathering” 
; . 1 boxes, and packs. Star Wars” & much more 
& 7 ee ‘Wf STAR WARS / X-MEN / SPAWN FIGURINES 
_seigneay bares , Pre Selling Exodus 
Shipping is free on single card orders over $100. 
Cal] for bese prices! 


We sell supplies, deck protectors, dice and much more. 


International Orders Welcome 
Minimum order $10 ° Minimum S/H $4.95 
We accept Visa/Mastercard and money orders 


CUSTOMIZABLE CARD GAME 


#-print products, 
lies and acce: ies available 


Singles, Sets, Boxes...Most at below retail price. 


Our single cards are near-mint to mint. 
For aco 


please call f 
Phone: (217) 543-3366 U.S. Fax: (800) 500-3117 : 


International Fax: (217) 543-3732 e-mail: sales@pjcc.com 


Call Tolf Free: 1-800-200-1991 


Fax: 1-213-341-5611 (24-Hours) 
ernational: 1-213-341-5600 
: tigaming@aol.com 


Web site: 
www.ticards.com 
Mailing Address: 


P.O. Box 41-1148 
|, Los Angeles, CA 90041 


Hours: 8:00-6:00 CT Monday thru Friday | We accept: Checksx 


Money Orders, AME, 


; BIGGEST 
xem oo | Chae 
We also carry other game cards. e 5 AREA 


Call or write for Game Cards Catalog Prices are subjeet to change « No cancellations on pi 


8:00-3:00 Saturday 


3rd,4th,5th Edition 
Adakar Waste 
Air Elemental 


ad Moon 

all Lightning 
Birds of Paradise 
Black Knight 
Mana Batteries (all) 
Black Vise 


Al 
Armageddon 
B 
B 


Braingeyser 
Brushland 
City of Brass 
Clone 

Control Magic 
Counterspell 
Crusade 
Demonic Tutor 
Dwarven Hold 
Earthquake 
Fallen Angel 
Feldon's Cane 
Fellwar Stone 
Fork 
Goblin King 

Howling Mine 
Hydroblast 

Jester's Cap 
Jokulhaups 
Juggernaut 

Karplusan Forest 
Killer Bees 

Knight of Stromgald 
Lhurgoyf 

Lightning Bolt 
Mahamoti Djinn 
Meekstone 
Necropotence 

Nether Shadow 
Neviryrral's Disk 
Pyroblast 

Rack, The 

Regrowth 

Reverse Damage 
Savannah Lions 
Sedge Troll 

Sengir Vampire 
Serendib Efreet 

Serra Angel 

Shivan Dragon 

Sol Ring 

Swords to Plowshares 
Vesuvan Doppleganger 
Whirling Dervish 


a. 


| Dual Lands 13- 


White Knight 

Wrath of God 
ARABIAN 

Ali from Cairo 

Army of Allah 

City of Brass 

Diamond Valley 

Embham Djinn 

Flying Men 

sland of Wak Wak 

juzam Djinn 

Library of Alex 

Pyramids 

Rukh Egg 

LEGENDS 

All Hollow's Eve 

Chain Lightning 

Field of Dreams 

Greater Realm of Pres 

Halfdane 

Hellfire 

Killer Bees 

Land Equilibrium 

Living Land 

Nova Pentacle 

Rohgahh of Kher Keep 

Sol'Kanar Swamp King 

Spinal Villian 

Storm Seeker 

Storm World 

‘abernacle of P, Vale 

etsuo Umezawa 

Underworld Dreams 

BETA 


Badlands 
Black Vise 
Black Knight 
Copper Tablet 
Control Magic 
Disrupting Scepter 
Lightning Bolts 
Mana Vault 
Raging River 
Sengir Vampire 
Serra Angel 
Sol Ring 
Swords to Plowshares 
Underground Sea 
Winter Orb 

MIRAGE 
Cadaverous Bloom 
Catacomb Dragon 
Celestial Dawn 
Crimson Hellkite 
Dissapate 


105.00 
8.00 
2.50 


29.00 
2.50 
0.00 
4.50 
7.00 
5.00 
5.50 
2.00 
6.00 
8.00 
8.00 
9.00 
0.00 
3.50 
6.00 
28.00 
2.00 
24.00 


48,00 
8.50 
4.00 
6.00 
2.00 
26.00 
9.00 
2.00 
34.00 
4.00 
26.00 
22.00 
9.00 
55.00 
38.00 


6.00 
5.00 
4.50 
6.00 
2.50 


ENTERPRISES 


CUSTOMIZABLE GARD GAME 


No other ongoing company 


beats our singles prices 


Enlightened Tutor 2.50 
All Diamonds 1.50 
Final Fortune 3.50 
Grinning Totem 7,50 
Maro 6.50 
Sacred Mesa 6,50 
Shallow Grave 3.50 
Spirit of the Night 6.00 
Teeka's Dragon 5.00 
Volcanic Dragon 5.00 
Wildfire Emissary 2.50 
MISC MAGIC 
Arcane Denial 1.00 
Abeyance 8.00 
Ancestral Knowledge 3.50 
Balduvian Horde 10.50 
Bosium Strip 4.00 
Buried Alive 1.25 
Call of the Wild 3.00 
Derelor 2.00 
Exile 4.00 
Fervor 3,50 
Firestorm 3.50 
Force of Will 2.50 
Fungal Bloom 2.00 
Gemstone Mine 4.00 
Goblin Grenade 50 
Hymm to Tourach 50 
Kjeldoran Outpost 10.50 
Lotus Vale 10.00 
Mana Web 3.50 
Maraxus of Keld 4.50 
Order of Ebon Hand 50 
Order of Leitbur 50 
Pillage 2.50 
Phantom Warrior 1,25 
Reprisal 50 
Thundermare 6.50 
Unltd Moxes $160-165.00 
Ancestral Recall 170.00 
Timewalk 195.00 
Timetwister 140.00 
Black Lotus 350.00 
VISIONS 
Aku Djinn 2.50 
Anvil of Bogarden 3.00 
Archangel 5.00 
Bogardan Phoenix 2.50 
Chronatog 2.50 
City of Solitude 6.50 
Creeping Mold 1.00 
Deserton 4.00 
Equipoise 3.00 
Firestorm Hellkite 2.50 
Guiding Spirit 1,50 


Katabatic Winds 

Kookus 

Nekrataal 

Prosperity 

Quiron Druid 

Rainbow Efreet 

Retribution the Meek 

Righteous War 

Rowen 

Vampiric Tutor 

Zhalfirin Crusader 

TEMPEST 

Aluren 

Avenging Angel 

Caldrera Lake 

Carrionette 

Coffin Queen 

Cmdr, Grevin Il-Vec 

Crazed Armodon 

Corpse Dance 

Cold Storage 

Death Pits of Rath 

Deadshot 

Dirtcowl Wurm 

Duplicity 

Dregs of Sorrow 

Dracoplasm 

Earthcraft 

Extinction 

Escaped Shapeshifter 

Echo Chamber 

Eladamri's Lord Leaves 

Gerrard's Battle Cry 

Furnace of Rath 

Hanna's Custody 

Humility 

Living Death 

Maddening Imp 

Mana Severance 

Meditate 

Medallions 

Sapphire Medallion 

athi Dragon 

Shocker 

Selenia Dark Angel 

Scalding Tongs 

Static Orb 

Scroll Rack 

ime Warp 
Stronghold 


Amok 

Awakening 
Burgeoning 
Carnassid 

Crovax the Cursed 


Mon-Fri 


OFFice Hours 
1 1:00am-7:00pm (PST) 


To receive J&M’s singles 
price lisE, just 

Phone: (510) 337-9700 
Fax: (510) 337-9300 
J&M Enterprises 


22 Leonard CE. 
Alameda, CA 94502 


or visit our website 
www.JM-Enterprises.com 


"8M the price leader i in 

singles For over 3 years! 

ream Halls 4.50 Isawa Tsuke 2.50 
Evacuation 2.50 Ki Rin 2.00 
Ensnaring Bridge 4.50 Kolat Master 6.00 
Flowstone Mauler 2.00 Naga Abomination 2.00 
Gravepact 4.00 Ninja Stronghold 7.00 
Hidden Retreat 3.00 Oracle of Earth 2.00 
Hermit Druid 2.50 Oracle of Fire 4.00 
Horn of Greed 2.50 Poisoned Weapon 5.00 
Intruder Alarm 3.50 School of Wizardry 12.00 
invasion Plans 2.50 Scribe 4.00 
Jinxed Ring 2.50 Spirit Guide 5.00 
Mindwarper 2.50 Touch of Death 4.50 
Mogg Infestation 3.00 Void Dragon 3.00 
Mortuary 2.50 Mise L5R 
Mox Diamond 18.00 A Gift of Honor 2.00 
orticullis 3.50 Dashmar 3.50 
ursuit of Knowledge 7.50 Festering Pit of Fu L. 00 
Revenant 4.00 he Hooded Ronin 3.00 
Reins of Power 4.00 hunder Dragon 00 
olling Stones 3.50 Winning Kachiko Favor 3.00 
uination 3.00 he Perfect Gift 3.50 
Sacred Ground 3.00 To the Last Man 4.00 
Shaman En-Kor 2.00 Shinsei's Shrine 7.00 
Shard Phoenix 2.50 Along Coast Midnight 00 
Silver Wyvern 3.00 Ogre Outlaw 3.50 
Sliver Queen 8.00 Merchant Caravan 50 
Skeleton Scavengers 3.50 Refugees 25 
Soltari Champion 3.50 Strength of Purity 25 
Spike Breeder 2.50 Breach of Etiquette on 
Spitting Hydra 2.50 Frenzy 00 
Stronghold Assassin 3.00 Kolat Assassin 25 
Sword of the Chosen 1.50 Walking the Way 5 
Thalakos Deceiver 2.00 Secrets of the Wind 00 
Verdant Touch 4.00 Counterattack 00 
Volrath's Gardens 2.50 Shame 50 
Volrath's Laboratory 3.00 Martyr 50 
Volrath's Shapeshifter 4,00 Heavy Cavalry 50 
Volrath's Stronghold 5.50 Ninja Shapeshifter 2.00 
Warrior Angel 4.00 

LEGEND 5 RINGS 

All Ancestral Armor 3.00 : 
All Ancestral Standard 2.00 
Ambush Aimee ALL CARDS 
Air Dragon 3.00 
Apprentice 2.00 NR OMINT/ MINT 
Bountiful Harvest 3.00 CONDITION 
Chrysanthemum Festival — 2.00 5 
Dragon of Fire 3.00 SOME DON'T LIST 
Earth Dragon 3.00 
Egg of P'an Ku 4.50 HOE CARDS ENE 
Feign Death 5.00 WE DO... EVER 
Foxwife 2.50 
Geisha Assassin 3.50 WONDER WHY? 
Imperial Acrobats 2.50 CALL US! 
Imperial Gift 


ye 


A N1 ima fe Wi alls YOU (BLUE/WHITE/RED) 


‘our opponent is Mike. Mike’s a little cocky, so you decided to beat 

him down with your attacking wall deck. Unfortunately, before 

you could get the crucial piece (Rolling Stones) into play, Mike 
cast Copper Tablet and then Armageddon. You've managed to draw an 
island, but your plains have avoided you. It is now the start of your 
upkeep phase. Defeat Mike this turn without losing. 


DIFFICULTY Island Iceberg 
(26 counter) 


Crown of the Ages @ Iceberg 
posse A ®, &: Switch target : When Iceberg comes 
enchantment fromone _—_*_ into play, put X ice 
creature to another; the > counters on it. 
enchantment’s new target @: Put an ice counter 
must be legal. The con- on Iceberg. 


Dark Maze Illusionary Wall 
4/5 7/4 
(2nd turn in play) 


troller of the enchantment : @: Remove an ice 
does not change. Treat the enchant- : counter from Iceberg to add one 
ment as though it were just caston = colorless mana to your mana pool. 
the new target. - Play this ability as an interrupt. 
Gauntlets of Chaos ® : Volrath’s Laboratory © 

®, Sacrifice Gauntlets of |: When you play Volrath’s 

Chaos: Exchange control‘ Laboratory, choose a 


of target artifact, creature, = color and a creature type. 

or land you control for con- : @, @: Put a token crea- 

| trol of target permanent of ture into play. Treat this 

the same type that an : token as a 2/2 creature of 
opponent controls. Bury all enchant- © the chosen color and creature type. 


ments played on those permanents. 


100 JUNE 1998 THE DUELIST 


MIKE (BLACK/WHITE) 


ken 


"5: Pat x Prism token into play. Treat 


Bhi 
Sa 
of 


Diamond Kaleidoscope 


Clone (copy of Xenic 
Poltergeist) 1/1 


{ Sunweb cannor block creatures with | at at the evil ones approached to, 
| power 2 or less | ay Justina, she cast great spell, 
mbiig her eeapons ath her oom ie 
Thee is no seer musie than the ee ere etihe erphece 
wall ofa bing dag pute death of your savior ail 


Sunweb Wall of Swords 
5/6 3/5 


YOUR HAND 


‘Shifting Wall counts as a Wall. (Walls 
‘anit azcack:) 

Shifting Wall comes into play with X 
1/41 counters on it 


‘Youd abmose think Votath doesn't want 
me here CE 


Shifting Wall 


Copper Tablet 


&: Until your next upkeep, target 
Honcreature artifact is an artifact 
érearure with power and toughness 
‘each equal to its total casting cost. 
(That arvifact rains all of is original 
abilities.) 


Xenic Poltergeist 
1/1 


blocks, destroy it at 
‘und of combs 


Cinder Wall 
3/3 


‘Change the text of target permanent 
‘by replacing al instances of one color 


Mind Games 


| During your upkeep, ifthere are no 
| Reflection tokens in 

| Reflection token into play. Treat 

| this token as a 2/2 white creature 


9; Destroy target Reflection. 


Spirit Mirror 


Sanita of Chew 


a, 


5. Sacrifice Gauntlets of Chaos: 


4,0: Switch target enchantment 
¢ control of target artifact, 


from one creature to another; the 


Same type that an opponent controls. 
7 Bury all enchantments played on 
ir were just cast on the new target. those permanents, 


Crown of the Ages 


iy 


L 


: 
| 
i 

! 


© >: Ji) unsilend of warn 
s Somaing Joie 
ae 


Wall of Heat Wall of Lava 
2/6 1/3 


Unsummon 
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Gauntlets of Chaos 


28 LIFE REMAINING 


Reflection Token 


2/2 


2 LIFE REMAINING 


When you play Volrath's Laboratory, fai 
choose a color and a creature type, 

4%, &: Pura token creature into play, 
“Treat this token as a 2/2 creature of 

the chosen color and creature type, 


Volrath’s Laboratory 


Wall of Razors 
4/1 


B | Walls can attack as though they were 


not Walls 


se and kill people all the time. 
just more aggressive about it 


Rolling Stones 


Return target permanent to owner's 
hand, 


Themes 
Like Old 


Times 


‘@:Add one mana of any color to ll back yesterday, bid time 
‘your tana pool. Play this ability as * 
‘mana source. 


—Witliam Shakespeare, 
King Richard the Second 


B You may choose not to untap Helm of 
Possession during yous untap phate. 
2, @, Sacrifice a creature: Gain control 
of target creature as long as you control 
Helm of Possession and Helm of 
Possession remains tapped. 


DIFFICULTY 


Helm of Possession 


Each of the above eight cards belong in one of the sets below. Each set is grouped by a different theme. 


Destroy target artifact, and, or 
enchantment 


Mold could cach yon." 
= Sugiea feu 


Elvish Archers 


Themes involve more than just sharing a color, expansion, casting cost, or card type. 


Enchanted creature cannot be blocked 
‘except by artifact creatures and black. 


inchanted creature cannot attack, 
block, 


Frozen by conscience, Karn did not 


B | resist as the moges carried him to the 


Predator 


Pacifism 


Puy sly on Wa 
: c Rectamed cratic con mac as ou 
‘Target legend gets +2/+2 unt fee not a Wal 
fad oft : bs 


One shard of Seles yet remained 


Enchanted creature guns fying. 


“Hos tebe 
seersape one” 


Allseratures get -2/-0 ‘Tanger creature gains Oying until 
‘unt end of eur end of tur 

Comet Fiat md, 
Hosen al on 


Deaw a card. 
Mis age gic and ely. The 
pening ae 


Doring your uy 


Propaganda Mogg Conscripts 


Incinerate Disenchant Counterspell 
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Mishra’sFactory 


ose ane Tenet opponent 
head you aia | ier 
ve foe the wee 


Ebony Charm 


Seep ou may put 8 
"counter om Legacy Ace 


Mind Bend 


satin trey pee 
Bical ote 
pnetnney neste 
el tet 


Mind Games 


etc 
See 


Rerum get seurare card in your 
Several © your hind 


Step- -by-step solutions to last 


issue’ ’s "Magic: The Bees 


. ey? Mark Rosewater 


Command Decision 


Published in Duelist #25, p. 106 


~~ ince this puzzle has a non- 
traditional goal (killing all 
‘ Wendy's creatures rather than 


_ itin an nontraditional way. 


able to destroy creatures. You find the fol- 
lowing options: Spitting Hydra, Nekrataal, 


son Hellkite, Bounty Hunter, Shauku’s 


the attacking Crash of Rhinos. But you 

really need to use cards that can destroy 

more than one creature. 

1) Tap Undicovered Paradise, the 
island, and 14 forests to add one 


as generic) mana to your mana pool. 

2) Use Skyshroud Elf to turn four 
generic mana into four red mana. 

3) Use one blue and three generic mana 
to cast Ray of Command on Wendy’s 
Seasinger. This returns Spitting 
Hydra to your control. 

Stealing Seasinger allows you to gain 

control of multiple creatures, with the 

help of Seeker of Skybreak. Also, you 
regain control of your Spitting Hydra, 
which can destroy four small creatures 
and itself. 

4) Tap Seasinger to take control of 

Wendy's Hivis of the Scale. 

_ Wendy could tap Hivis to take control 
of the Crimson Hellkite in response. 
This is not important for this answer but 
means that several other answers will 
not work. 


pult, and sacrifice Hivis of the Scale to 
deal 2 damage to Rubinia Soulsinger. 
6) Tap Seeker of Skybreak to untap 
Seasinger. 

7) Tap Seasinger to take control of 
Serrated Biskelion. 


on Seeker of Skybreak to untap it. 
9) ‘lap Seeker of Skybreak to untap Ser- 
rated Biskelion. 


winning), you need to approach 


Fie ce how many ways are avail- ~ 


Minion, Acidic Sliver, Skull Catapult, and 


black, one blue, and 14 green (all used 


10) Tap Serrated Biskelion to put a -1/-1 


counter on Nekrataal and a -1/-1 
counter on itself, destroying both. 


11) Use three generic and three red mana 


and remove three +1/+1 counters 


from Spitting Hydra to deal 1 damage © 


each to Rubinia Soulsinger, Abyssal 
Hunter, and Nalathni Dragon, 
destroying all three. You regain 
control of Coffin Queen. 


' 12) Use one black and two generic mana 


Abyssal Hunter, Serrated Biskelion, Crim- 


and tap Coffin Queen to return 
Nektrataal to play. When it comes 
into play, destroy Wendy’s Crimson 
Hellkite. 


: 13) Use one red and one generic mana 


and remove the last +1/+1 counter 


Hydra and Coffin Queen, and 
removing Nekrataal from the game. 


: By regaining control of Coffin Queen 
before killing it, you can use it to return 

: Nekrataal to play. 

~ 14) Use asecond Instill Energy to untap 


Seeker of Skybreak. 


15) Tap Seeker of Skybreak to untap 


Seasinger. 


16) Tap Seasinger to steal Acidic Sliver. 
- 17) Allow combat to occur. Assign 2 


damage to Bounty Hunter, 2 to 
Shauku’s Minion, and 4 to Horned 


(used as generic) mana to your mana 


pool. 


i 19) Use another Instill Energy to untap 
5) Use one generic mana, tap Skull Cata- — 
_ 20) Tap Seeker of Skybreak to untap 


Seeker of Skybreak. 


Skyshroud EIf. 


21) Tap Skyshroud Elf to add one green 


(used as generic) mana to your mana 
pool. 


: 22) Use two generic mana and sacrifice 
8) Use one of the four Instill Energy cards - 


Acidic Sliver to deal 2 damage to 
Wendy. 


23) In response to using Acidic Sliver, tap : 


Excavator and sacrifice an island to 


give Crash of Rhinos islandwalk until 
end of turn. With the island gone, 
you must sacrifice Seasinger. 

© You could just throw the Sliver at the 

_ Seasinger, but I thought it would be nice 


to finish off Wendy while destroying her 


‘ last creature. Humiliation, after all, is in 
© the details. 


Perfect Pitch 


Published in Duelist #25, p. 108 


: he key to solving this puzzle is to 
; walk through all options available 


to Denise. She could cast Invul- 


nerability and buy it back. She then could 
from Spitting Hydra to deal 1 damage | 
to Coffin Queen, destroying Spitting — 
: approach that cancels out Invulnerability. 
1) Discard Hesitation to cast Mind 


pitch her Warrior Angel to cast it a sec- 
ond time. Therefore you have to take an 


Games, tapping Denise’s Lancers 
en-Kor. 


You could tap Denise’s land, preventing 

© her from buying back Invulnerability. But 
by tapping the Lancers en-Kor instead, 

: you can get through with both of your 

: creatures. This ensures you will deal at 
least 1 damage and eliminates the risk of 
: Denise blocking your Blood Pet, which 

' you need later for mana. 

2) Attack with Rats of Rath and Blood 

i Turtle, destroying all three creatures. - 
' You could use Crash of Rhinos’s trample 
' damage to defeat Wendy, but there are 
still creatures living. 


- 18) Tap Skyshroud Elf to add one green 


Pet. Denise must cast Invulnerability 
or lose. Blood Pet will still deal 1 


damage. Denise is now at 2 life. 


i She can choose to buy back Invulnerabil- 
: ity, but as we will see, this won't help her. 
: 3) Sacrifice Blood Pet to add one black 


mana to your mana pool. 


4) Use one black mana to cast Mind Peel 


on Denise. She must discard a card. 


Mind Peel essentially counters Invulnera- 
: bility if Denise has bought it back, since 

’ she has to discard either it or the Angel. 

. Either way, she can’t cast the spell while 

' tapped out. 

; 5) Discard Megrim to cast Evincar’s 


Justice to deal 2 damage to all crea- 
tures and players, destroying Rats of 
Rath, reducing you to 1 life, and 
defeating Denise. —~ 
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ere all familiar with rock- 
paper-scissors. It’s probably one 
of the first games we all learned 
to play, along with tic-tac- 

2 toe and war. When I start 
ma game I always play rock-paper- 
scissors (RPS) to determine who 


~ goes first. 


The first thing to note is that 
there is a tempo to playing RPS. 

Most western players hit their 
hands three times, and on the 

i third hit reveal their choices. An 

» alternative is to count the strokes 

' instead, so the rhythm goes downstroke/ 
upstroke/downstroke-reveal. If you play 
| against opponents with a different 
| operating system, the game will surely 
crash. 

A chant is also called for, which is gen- 
erally “1-2-3” or “rock-paper-scissors.” 
My play group prefers the chant “rock is 
strong.” When there’s a tie we don't start 
) over. Instead, we continue on from the 
last downstroke, counting upstroke/down- 
stroke-reveal while chanting “REALLY 
strong.” This repeats until the tie is broken. 


STRATEGY 
Of course there is no strategy to RPS. 
Choose randomly and your opponent 
can't take advantage of you (Game The- 
ory 101). In practice, however, most people 
arent very good at making truly random 
decisions. I occasionally hear stories 
about two people who play a lot of RPS 
and one of them routinely cleans the 
= other’s clock because the loser’s response 


ie pattern has become predictable. 


One strategy around here is to almost 
) always choose rock. (“Good old rock. 
| Nothing beats rock.”) The logic here is 
that players who use this strategy don’t 
care if they lose most of the time. If, for 
any reason, they do care about the out- 
* come, they change strategies. 
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LOST IN THE SHUFFLE 


playing RPS, for example, if only rock 
and scissors are played by the group, all 
the scissors are eliminated from the 
game. However, if a single player 
chooses paper, that paper saves all 

the scissors. With six people 

_ choosing randomly, it takes 
~, about four iterations to reduce 
the number of players. This has a 
_ certain charm and beat (“Rock is 
\ 7 strong, very strong, very strong, 
, very strong....”), but we felt there 


' ought to be a method that chooses a 


WHIMSICAL 

I have been involved in the construction 
of several RPS variants that are func- 
tionally equivalent but have different 
flavors. For example, there is monster— 
villagers—mad scientist in which monster 
attacks villagers, who attack mad scien- 
tist, who controls monster. There is also 
fire-boat-water in which fire burns boat, 
which floats on water, which puts out 
fire. You can make up appropriate hand 
gestures for these, or the obvious face 
gestures for the tongue-lips-teeth vari- 
ant in which tongue breaks lips, which 
cover teeth, which bite tongue. 

What about see no evil beats hear no evil 
beats speak no evil, where you cover your 
eyes, ears, or mouth respectively? This 
variant is interesting because you can't see if 
you won or lost when you choose the see 
no evil option, making you somewhat vul- 
nerable to cheating friends. 


POST MODERN 

We used to always determine who went 
first in our games with RPS, but when 
playing with a large group of people, RPS 
can take a while, so we altered the rules 
slightly. With more than two people 


winner more quickly. 


Our first attempt to solve the speed 
problem was to add “big rock,” which can 
only be chosen if there are four or more 
players. If one big rock is played, that 
player wins. If more than one player 
chooses big rock, all big rocks destroy 
each other. 

Later, we hit upon “ready aim fire” 
(RAF), a version of RPS constructed 
specifically for a group of people. In RAF, 
players chant “ready, aim, fire” and then 
shoot either another player, themselves, 
or nobody (into the air). Everyone who 
gets shot is out of the game, except players 
who are both shooting themselves and 
being shot by other players. In this case, 
players shooting themselves survive and 
all those shooting at them are out 
(because it’s impolite to shoot a suicide). 
This game reduces the number of players 
quickly and has the added appeal of look- 
ing like a John Woo film in execution. 

If you don't like the violent nature of 
RAF you can play “who's to blame?” 
which plays just like RAF, except you 
assign blame (instead of death). Naturally it 
is gauche to assign blame to someone 


who accepts blame willingly. &® 


7 Richard Garfield has nobody to blame but 
losing at rock-paper-scissors. 


RON SPENCER 
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How am | going to pay? 


Bag groceries? 


Flip burgers? ——————— 


There has to be a better way... 


$250,000 in 


® e 
For complete details, contact Wizards of scholarshi riZes 
the Coast® Customer Service at 


(206) 624-0933 or visit our website at 
www.wizards.com/JSS Junior Open Tournament-June 5, 1998 


Anyone can play in this open segment of the Junior Super 
Series Championship. All eligible Magic: The Gathering® 
players ages 18 and under are welcome, and players 
advancing to the Final 64 are guaranteed a minimum 
$1,000 scholarship. 


June 5-7, 1998, Super Series Championship 
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available modules equipment _ } 


Time Bomb 
Anti-T oxin 
Medical Kit 


Trailer Trash Grannies pound a Cyborg six-legger! Create your own warriors, vehicles, and battlefields! | Amazon Dactyl-Riders strafe a Cyborg base camp! 


(Actual screens may vary) 
» Play any of SIX Tribes: Enforcers, Bikers, Trailer » Play the many Preset Scenarios or a full 
Trash, Death Cultists, Cyborgs and Amazons — With Campaign Game — Fight across dozens of 
or against your friends or the cunning computer! battlefields! 
» Multiplayer features — Head-to-Head, Network, » Full-function scenario/tribe editor — Create your 
and Internet play! own warriors and battle scenarios! 


OUTRAGEOUS Gaming Fun 
ftom in The Wastelands of The Future! 


Coming to Software Retailers World Wide in May 1998! Reserve your copy today! TALON OFL. 


Call (410) 933-9191 or visit our web site at www.talonsoft.com ©Copyright 1998 TalonSoft Inc., P.O. Box 43730, White Marsh MD 21236 
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